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WELCOME 


SlId GcDrrrnand puts you in ODntrol of the most acKoTced SLiDrrarines in the world, allowing yxj to 
play single trissior^ or the carrpaign from either a Russian or US. \OTtage point MJtiplayer 
rrissions pit you against players corrrrardirig the rrost capable SLixrarines at sea — whether you 
chose to (±i\^ the pride of the US. Navy's SLiDrrarirefleetortryyojr harxJ atrorrrraricirTg orTeof 
the finest RLEsian SLixmarines. 

As ccrrrrancing officer, you can delegate Sonar, Radar, TMA (Target Motion Analysis) and Rre 
control tasks to yoir auto crewmen or man all of the stations yourself. 

G\o orders to yoir crew via \oice oxrrrarxls, use the handy menu corrrrands from the T^k; Bar 
or mouse corrrrarxis in the Navigation Station. Thel^k: Bar allcws you to change depth, speed 
and coLTse from any of the ship's stations. 

create yorr cwn rrissions in Sub Gorrrrand's robust Mission Bdtor. InfbrrrBtion from the Uhited 
States Naval Institute is available for all rrilitary ships arxl planes used in the game 

CONTROLLABLE UNITED STATES SUBMARINES 


SEAAO-F CLASS: (SSN 21 class) This state-of-the-art US. attack: siiXTerine is the 

qUetest nuclear powered SLixmarine curentiy depleted by any 
coLTitry Wth its SLperior stealth, a tactical speed higher than 
any cither US. SLixrarine ard its hardened sail, Seawolf stands 
ready to tackle rrissiore as varied as the insertion of Special 
Forces to atlackdng Russian threats ixder the polar ice cap. 

I^FRO^ffiLOBANCS-ESCLASS: (688(1) d^)The backboneof thefleet " the688(l) siiD is 

oreof theqJetestSLixrarirTes in operation today arxl is arrred 
with state-of-the-art weaporry. They are a\^labe in sufficient 
nurrbers to ensue a\^lablity for rrissions arouxi the \Aor1cl 
Irrport you“fa\orite 688(1) FLnter/Kjller rrissions for play in SlJd 
CO mrarxi. (See Mission Bditor/Irrporting Scenarios on p. 162 of 
the manual.) 

CONTROLLABLE RUSSIAN SUBMARINES 


Russia's ccxnterparttothe US. Los Aigeles Gass, the Irrpro^ed 
A<Ja-l Gass SLixrarine is nearly as quiet as the 688(1). Wth six 
additional tciDes external to the pressure txi I, it is capable of 
carrying adcitiorBi weapexs or decoys. 

The qu^est nudear powered Russian SLixrarine in existerxe At 
lew speeds it is reported to be as quet or queter than the Uhited 
States IrrprcAed Los Aigeles dass SLixnarine Aso arrred with 
six add tional external tebes for v\eapons ex cxxnberrreasues, 
theA<Lia-ll is a forrriciabe cpporierX 

MANUAL STRUCTURE - AN OVERVIEW 

This manual is dvided into 9 sectiers. These are briefly outlined belcw. 

A brief CAerviOA/ of basic garreplay, an explanation of what is 
seen on the INbvigation map arxl in the 3D\/lew, as well as a 
brief description of all ship's stations. 










MQINr/BSU 


Qiange ycxr player identity, start single and training rrissions 
and the carrpaigT, hew to use the r^erence browser, a 
description of the players log, a brief description of options ard 
irtfbrrration on hew to end the game. Mission Bdtor and 
MJtiplayer are o>ered separately later in this rranual. 

SHPSmnCNS JlTeirTTer\AOldrTgsef all ship statiors for all cortrollable 

siixTBrines. Basic irTforrration about the pLipose of each station 
is follcwed by a description of hew that station vwarks on each of 
the three (ortrol lade SLte. (The lrt3erior stations of the A<ula- 1 
irrprowed and the/^kaJa-ll are identical. See Sonar 
Statiors^Breaeterd Soriar on p 62.) MakingLEeofyoLrautD 
crewTren is also cohered. 


MULTI 

SPEOAL Cl% PnOCBJlJRES 
MSSiasJBXTCR 


StEp-by-step instructions for hosting or joining a rrUtiplayer Stio 
COmrand garre. 

Instructions for lauTching ard recx>ering Special Forces ard the 
C6Ry< deploying UL^S, laying nines ard operating Lrder the ice 
In-depth instructions for using the Mission Bcitor to create ard 
edt SLiD GDmTBrd Missions. 


yvmSEXXA 

yvraSDXB 

yvmsnxc 


Qossary of AironyrrB 
a ossary of lerrrB 
Tactics 


GAMEPLAY OVERVIEW 


As the COrTTrarcirig Cfficer of a SLtrrarine yoj use the ship's various sensors to detect other 
ships ard siiDS. Chcea ODntact is detected, you rrLSt estadishthe probade identity of the contact 
Lfeing the tods at yoLT disposal, you can dassify the contact to ddiemine whether it is a neutral 
ship, an enerry ship or sub, a ftiereJy contact or a pod of whales. 

Mxr siiD's sensors indude a sophisticated Sonar SUte that utili^s both active ard passive sonar. 
Radar, Bectronic Sepport Meestres (ESM) ard the periscope ESM, the Stadmeter, ard 
Nanewbard sonar help you dassify contacts. Target Motion Analysis (TIW^ helps you to detenrine 
the bearing arxJ rarige to the ccrtact, as well as its cxxjse ard speed. This irforrrBtion is needed 
to calculate an accLrate firing sdution when it becomes necessary to target a contact with a 
torpedo cr rrissile from Fire GDntrd. 

In ^ery rrission you are assigned at least ere task cxrBidered critical ard rrust be cxrrplebed to 
ensLie a satisfactory mission cutcerre. These are laid out in the rrission brid" and identified as 
Critical Goals in Mission 9atus ard in Mission Debrief. Sorre tasks are secerdary in irrportance 
These are identified as non-ctitical goals. 

As Gomrarcing Officer you must corrplete assigned tasks while keeping ycxr SLixTBiine quiet 
enou^ to avoid detection and ha\e the skill to ewade destruction if you are detected. Ttxj can man 
all stations yoLiself or, if desired, you can use the auto crewmen to assist you with ddecting 
dassifying ard targeting contacts, but bear in rrind they are not irfellible! 



TERMS DEFINED 

■ In this manual 'dick' always r^ers to a 1^ mouse dick. Ri^it mouse dicks are desigTated as 
'right-dicks'. 




■ The \Aords CKard YES r^er to this checkmark. 


0 


■ CftlSCH_ard NDr^ertothe'Carcel' cirde 

■ For sirrplicity, the lirfroued Aloda-I ardtheAkiJa-ll SLiDrrarines are rdenedtDsirrply as ^>kiJa 
in this rranual. Their interfaces are identical. Their capabilities are slightiy dfferert 

■ A cu teiL t is anything detected visually or by one of yxr ship's sensors. A contact is sometirres 
rderred to as a track. A contact or track shoJd ret be confused with a tracker. 

■ Atracker is a d^ce used to auborratically fdlcwv an assiged sonar signal. \Ahen a tracker is 
assigned to a sonar cmtact also called a tracK periocic Lpdabes on the contact's bearing are 
senttoTMA Atracker is not a track, but it 'tracks' a track. 

■ Each siiD interlace rders to designated contacts with slightiy dfferent vwords. In this rrarjual 
ary rdderxie to an alpbaruTEric desigi^Gn aCcrAactip oralmck IDreFeis to designations 
assigned when a contact is detected This is a letter with a ntreber appended (eg. SOI, EOl, 
RDl, MDl). Any rderence to a Sierra nurrber rders to a Sonar contact M or Master contacts are 
Merged contacts. 

NOIE: The keyboard corrrrands described in this rranual refer to the ddaultsdlin^ shipped with 
the game. If you ha\^ changed you" hot key assignments intheCptiore>Geritrols page the 
keyboard comrands listed fnere may not be accuate. 




3D AND THE NAVIGATION MAP 


Ycu begin ^^lyrrissi on at the Navi gaticxn Station (Nav). If you so desire vou can play rruch of the 
game from here. The Navigation Station contains a 2D trap of the battie space as v\ell as a 
reti actable 3D wirdcw and a Data Dsplay Indcator (Dd) thet displays infbrrration about the 
selectied ODTitact ForafUl description of the Navigation Station arxJ hew to play the garre from 
thet perspective see Ship Stations/Navigation Station on p: 40. 


WHAT YOU SEE ISNT ALWAYS WHAT IS THERE! 


I^those who liketojLiTp right in and begin playing, weefFer a word of warnirig aboutthe 2Dard 
3Dviev\s onthe Navrrap. V\hatyou seeon the 2D trap and 3D view and read in the DQ is only as 
accLiate as yoer analysis of the a\eilable infonration and yocr dassification skills. 

ISDIE: It is possibeto viewthe adual location of some or all platfbrrrB and builcings in a trission 

by using the Show Link Show Dead b ard Show ThJh Garre Cptiors. Be aware 

that the drBc±ons and infonration in this manual asseme these Garre page options and all 
auto crew are CFR For iiTfbrrretion on the options mentioned see Main Menu'Cptions/Game 
on page 29. If you selected IskMce settings at installation some of the abc>^ options are 
enabed and the descriptions in this manual will not always match you" game experierce 



\Ahen you erter the garre the symbol fbrOwrship, thesLiDyouarecorrrrarcing, is the only 
contact syrrbd that appears on the Nav rrap until one of you" sensors detects a contact and you 
or you" auto crew rrarks it The e>«:eption to this is land targets. In some cases land targets appear 
on the Nav map as soon as the garre starts. Land targets (as well as Link contacts) are marked 
with an alphanumeric designation that beg ns with the letter L See Main Merx^'Cptioris/Garre'Shcw 
Link Data on p. 30. 

ISDIE: If you have selected ISto^ce option settings, you see the symbols for ariyfrierxiy platforrrB in 
the area and your Sonar Ajto crewman begins reporting contacts. Selecting Novice settings 
enables the Shew Link Data option 

Cnee the contact is marked or designated by one of ycxr sensors, a symbol for the contact appears 
cn the Nav rrap at the erd cf a litnecjf bearirng Ycu select a rrapsyrrbol by dicking on it (See 
Navigation StatiorV2D Map'COntact Symbols cn p 43.) \Ainen a contact is selected on the Nav rrap, 
a 3Dot^ect representing that contact appears in the 3D view. Until you dassify thecontacL only a 
large wire-frarre bLi±Je, or Aea cf Uncertainty, appears in the 3D view. The bLi±)le extenefe abo^ 
and bel c>A/ the weter irncicati rng that you have not yet dassified it as a surface cr SLiouface 



contact aassification is explained in the Ship Nations chapter in the Navigation Station, 
Naircwvband Sonar and Periscope and Stadmeter sections.) Chce yxj the ctritact a specific 

dassification, the 3D object representing the specified dass appears intheBDwirdow. 

Beware! If yxj classify the contact incorrectiy, what yxj see is not what is really there! For instance 
if you dassifythecxntact as a cruise ship when it is actually a Russian Kircvdass caiser, the 
contact's syrrbd on the Nav map is the syrrbol for a neutral sirfecte ship. \Ahen the syrrtad is 
selected, a model of a crtiseshp is seen in the 3D window and the DCI reports the contact as a 
crtiseship 

Uhtil a specific range is desigiated for a ODntact, the contact's symbol, usually the syrrbd for 
UhkTKDwr/Uhkrcwn (urkrcwn platforrmtyp^Lrkricwn alliance), appears at the erd of a line of 
bearing (LCB). The length of the LCB is a predeberrrined range and does not represent the actual 
range of the cortact Lnless the contact is rrarked by Radar or A±ve Sonar Since these sensors 
g\^a range as well as a bearing, the map syrrbd is placed at the end of a LCB at the range 
deberrrined by the sensor 

LfeingTMAyxj can figure out the location of the cxritad: with some debtee of acxxiacy In addtion 
to the contact's location, you can also d^^op a firing sdution, or sirrply a sdutioa which consists 
of your best assessment of the contact's bearing range, speed arxl course \Ahen you or yourTMA 
Ajto Qtewrran enters a sdution for the coTTtact from the TMA Station, the (tertact's syrrbd on the 
Nav map shfts to the location designated in your sdution and beg ns to rro^e on the axrse ard at 
the speed designated in the sdution. \Ahen yxj dick the contact's syrrbd, all available irformation 
akxxjt the cortact as dassified or desigiated by you or your Sonar Ajto crewman appears in the 
Nav map's DD. 

INDIE: If you gi\e the cortact a generic dassification, for instance Neutral Surf^e, ard ro specific 
dass is assigied, a wirefrarreof a generic surf^e ship appears in the 3D view. Ageneric 
dassification is assigned with the Qntact menu's DesigTatelype^>Aliance option. See Ship 
Stations/Navigation StatiorVQDrtact Menu on p 45. 

/^in, be warned. \Ahat appears in 2D, 3D arxl the CO is orty as accurate as you are! 

3D VIEW IN A SUB GAME? 

Modern SLixrarirers do rxt yet have the luxury of wirdcvNS. The orty view SLbrrBrirxis have of 
their physical ajroLncings is from the bridge or through the peri scxDpe Th^ rruet rely totally on 
their sonar sensors when belcw periscope depth \Afe urderstarxl that for rrany players the idea of 
3D in a SLixrBrinegarre is art: best a hugechearti For thart: reason, 3D can be turned off in the 
Cptions>3D page ard can be disabled by the host in a mJtiplaiyer game This prohibts all players 
from viewing 3Din that game See Main Merxycptions'BD on p 30 ard MLitiplayer/Muitiplayer 
Cptions on p 157. 

The 3D view is on by dd^t in Suio COmrard ard is visible in a reti acLable wirdow on the 
Navigation map For those of you who er^oy \AStehirigthe resuits of your dforts in a 3D 
envirorrrEnt the option is there. But be rerrirded that what you see in the 3D view may rot be 
what is actually there! (SeeabCA^) 




OVERVIEW OF SHIP STATIONS 


All ODTitrollade SLixrBrines ha\^ the same stations. Wile each dass has a different look and fed, 
theferK^crality cjf thestaticTB is basical ly the saire. V\iTatfollcAAS here is a brid" description of the 
ship stations available in Sub GcrrrrBnd. For ddailed iribrrration on hcwv to use each station, see 
the Ship Stations begming on p: 34. 

TASK BAR 

Thel^k Bar is a\^lableat the bottom cf all ship stations and provides a pcDp-LpStaticDns Menu for 
switching to other ship staticrB and a pop-Lp Crders Menu for issting cxDrrrrDn ship ccrrrrands. In 
thel^k Bar, you can also change depth, ccxrse and speed, and see a history of crav repcrts, 
radio messages ard mitiplayer chat messages. 

NAVIGATION 

Ycu begin the game at the Navigation Nation. It is here that you see a trap cf the battle space OThe 
Nav Map). (You trust scroll to see the entire space) Cnce a contact is detected it appears as a 
syrrbol on the Nav map itu designate a contact's dassification from the Nav rrap using the 
contact's right-dick menu (Contact menu) although yxj rrust deberrrine the dxrrect dassification 
frtrnthe Narrowbard, E5M or the PerisdXDpdStacimeterstatidDns. The Navigation screen also 
cdxtairis theBDwirxlowfbrvievviiTg sdected contacts, ard known iriforrratidDn on sdected 
contacts is a\^lable inthe Cata Dsplay Indcator (CO) area cf the screen 
Lfeing a corrbination of auto crew, the Task Bar, and voice ard mouse rrenu corrmards it is 
pcssibe to play rruch cf the garre from the Nav Screen Irfojrrration dDn playirig the garre from the 
Nav Station ard usirTgN^deCOrrrrards is found in this secticn 

SHIP CONTROL 

In Ship control you change ard view the actual as well as the ordered depth, course ard speed cf 
your sulo. The towed arrays are deployed in SbpGortrol ard it is from here that you dorduct an 
emergency bcw, rig inthe bcw planes, ventilate, charge air banks ard epen ard dcse the main 
ballasttanks. The trim display is also located in Sbp Gontrb. (fou can change your cdxrse speed 
arxldlepthfrcmarTystaticn using the lask Bar, CXATBhiprrerxjarxl voice dxrrrrards.) 

SONAR: BROADBAND 

Broacfcard is the defaJt sorer function. It is used to detect ard track broacfcard fredpency noise 
erraretod from surface sbps ard suirrarines. Biologies such as whales arxl shrirrp can also be 
detected in broactard. 

SONAR: NARROWBAND 

The Narrowbarxl fundticn is used to detect arxl track narrowbard ffecjuerxy noise erranated from 
surface ships arxl suirrarines. The Narrewbard Nation is also used to dassify dontacts. The sound 
signature cf a selected ccntact is ctrrpared to a library cf krewn sound signatures. Cniy sdxrces 
with sirrilar sigTatures are presented to help detenrine the rrest likely sound source. 



SONAR: DEMON 

DB^ICN is an acronym for Derrodulated Noise (DB^ICN). The DB^ICN Nation is Ljsed to debenrine 
the contact's speed Here you can also deterrrine the nurrber of bades on the contact’s propeller, 
which can help you classify the contact 

SONAR: ACTIVE 

In A±ve Sonar, a ping or a series cf pings is transiritted. The resJting echoes from an object are 
Lsedtodeteirrirethatcibject's bearing and range 

SONAR: ACTIVE INTERCEPT 

TheAztive Intencept Dsplay prcMdes irifarraticDn on an entity that is transrritting acti\e sonar 
pings. It gives irTfbrrrBticn CDnthetransrhtJtirig entity's bearing, the interval between pings, the age 
cf the last signal, arxl the signal strength. Krowirtg thesigial strength night also assist you in 
debemining the relati\^ prcodnity cf the a(±\^ sonar scxiee 

SONAR: SSP 

The SoLTd Speed Profile (SSP) dsplay the speed at which scxnd is transrritted at \oiolb depths 
in the ocean at your CLirent location. \Aifefcer berxte to form distinct layers cf density. These layers 
affect sorer trarsrrissiorTS. Krowirig the location cf the layer inyocr area is irrportant since the 
layer can affect ycxrab I ity to detect enerry ships and sobs ard also helps you bde from them 

TMA 

The Target Mction Analysis (TM^ function works in ccrijLrction with the sb p's fcxr rr^or sensors. 
Lfeing inputs from sonar, radar, ESM ard periscope TMA helps you ddemine a contact's bearing, 
range speed ard ccxrse Tbs irforrraticn is necessary for deeloping a target solution. 

FIRE CONTROL: TARGET DISPLAY 

TheflJ^cticrBa^eilabe(DntheRreC0rltJOI Stations vary from dass to dass. These differences are 
ccvered in the Sbp Stations section of tbs rranual. In general theTargd: Dsplay panel is used to 
designate the ODntad: you v\ant to target ard select the tiiDe ard v\eapon with wbch you want to 
attack the target The weapon's track can also be viewed on a trap ard certain v\eapons can be 
wire-giided, enabed or shut dcwn from tbs station. 

FIRE CONTROL: LAUNCH PANEL 

From the Lacnch F^nel the selected tcbe is flooded, presstre is equalized ard the rruzzle door is 
opened in preparation for the I acnch of the weapon. Deperdrtg onthedass of SLiDTraririeyou are 
comrarding, you tray also enter v\oapon presets or latrch courterrreasLres from tbs station. 

FIRE CONTROL: COUNTERM EASURE LAUNCHER 
(SEAWOLF ONLY) 

From here the axnberrreasLie tiiDe ard the type of axnberrreasLre to deploy is selected ard 
lacnched. If you are ccrrrrarcirig a 688(1) or an Akula there is ro separate station for 
coLntenreasures. GOLnterrreasLies are lacnched from the Laurch F^nel. 




FIRE CONTROL: WEAPON STORES 

Fromhere vou can viewthe in^^ntoy of thev\^pc)ns still available in ycxr racks and these 
CLirentiy leaded in ycur tLiDcs. 

RADAR 

Radar uses hi ^ frec|jencyiado\AO^es that ara tiarTstrittedfrorn the ship ard reacted off objects 
to deberrrine bearing arxl range Bearing and range data, cree appropriately rrarked, is then sent 
to the TMA Station and Navigation rrap for analysis. Lbe the radar to detect surface contacts, lard, 
ard low-fiving objects. 

RADIO/ ESM 

The Rado is yxr subrrBrine's link with the outside world. Messages rray be recei\^ at any point 
in the rrission ard can indude adcitional tasking or key intelligence L^xlates. It is irrportanttD 
come to periscope depth arxl raise the rado antema or deploy the wire at regular interxals djing 
ycur rrission. 

The Bectionic Sepport Measues (ESM) system is also available at this station. This passive system 
detects electrorragTetic transrrissions from other ships when the ESM rrast is raised abo^e the 
SLTface of the v\ater. I naddtion to detecting the drection ard signal lo^ of radar transrrissions 
from other ships, SM also corrpares these sigials to a database ard identifies the soLree of the 
transrrission. 

PERISCOPE/ 5TA DIMETER 

V\ith the perisoDpe you can detect ard track contacts visually You can also photogaph a cortact 
thnou^ the periscope for use in dassifyirTg the cortact ard ddjerrririrrg its range ard axrrse with 
the Stadrreter. The Stadmeter can only be reached from the Periscope Station. 

The aadmeter accesses a library of known suface platfonrs ard allows you to match the photos 
you take through the periscope with one in the library V\4th the exception of the cortact's speed, all 
irtbrrrEticn necessary for an acxxrate firing sdution can be deterrrined with the Stadmeter. 

UNDER ICE DISPLAY 

In addtion to FraquerxyAdive sonar, which is usefri for Icxating rrines ard for a\oidng ic^ 
ships also carry ecMprrert: especially desigied to assist with locating \oiations in ice thickness. 
This is irrportant when searching for an area that is safe to sirface when order ice The use of the 
Uhder Ice Dsplays to Icxate pdynyas is dscussed here Drections for surf^ing order the ice are 
foord in Special Cperations ard FYoceclres/lJhcier Ice Cperations on p 152. 


AUTO CREW ASSISTANCE 


If you are a noAComer to siiDmarine warfare yxj rrety \AOTt to tun on yxr auto crewrren to assist 
you as you learn the inner workings of the ship's stations. E\en if you are an experienced player, 
when the action is hot and heavy you rray want to actixete one or two of the crew to assist you 
with sorre of the trcxe dffiaJt tasks. Ajto crewmen are ax^lable for Sonar (he handles both 
Narrowband and Bnoacfcend), TIW\ Rte Gortrol and Radar. But rerrerrber, like hmens, yorr auto 
crewmen are not perfect! 

Ajto crewmen are enabed in the Cptions menu (select Qotions>Qew) and by dicking on the label 
of the station for which an Ajto crewman is ax^ilable The label changes to inform you that the 
auto crewman is on duly. V\hen an auto crew setting is available for a station, the cltsot changes 
toafinger when the station's label. For specific irTforrration on individual Auto crewmen, see 
Ship Stations/Auto Crewmen on p. 146. 

NC3IE: If you selected Novice setting when you installed the game or from the CptionsXZrew page 
all auto crew are cn by dd^t 

MISSION STATUS 


As you progess though the rrissicn you can check the status of yocr goals and tasking at any 
point The Mission Status screen prcA/ides yocr CLtrent score (in Single Missions cniy), the status of 
both critical arxl norvcritical goals as well as a list of all platfonrs you have killed so far. 

• Press then click MssionSl^tB from the System merxi 

• aickCKtordrjntotherrission. 

Sub Command Tip: Before ending a mission, visit the Mission Status screen to 
ensure you completed all of your critical and non-critical goals. 

ENDING A MISSION 


There are focr ways to end a trission ard enter Mission Debrid". Iwo ways offer you the 
oppcrtenity to sa\e yocr rrission befcae exiting to Debrid". 

To save a mission and exit to Debrief: 

• Press IHIB then dickSffi^AISD EXIT on the System menu. The System menu can also be 
sdected frcmthe Nav Map menu. (Ri^Tt-dick the Nav map to access the Nav Map menu) 

• Press |l control ) -t- [| SHIFT | to display the Sa\« dialog. V\hen you exit the Save Dialog, you 

enter Missido Debrid". 

To exit directly to Debrief: 

• Press [1^3 then click E>flTdDn the System menu 

• Press 


fsOE: >txj can sa\o the d?ame at anv point during tjameplay withcxjt exiting by sdectirx? 
|ICONTROLl _|.[g 







MISSION DEBRIEF 

IwDOpticjns area\^lable in Mission Debrid": Status and F^play BydefeJt 9atus inforrration is 
dsplayed. 

• aickRBUVattheldtofthe screen to dsplaytheF^play screen 

• Qick SIAILE to retim to the Mission Status iiTfbrrration. 

• Qick OCtD exit to the Main menu 

STATUS SCREEN 

This screen displays the same status irTfbrrraticn that v\as visible in the MissicDn Status screen 
during garreplay. This irTfbrrraticrj is also available inthe Pla^er^s Log after each rrissi on. The final 
scxDrefcrthe rrissicn as well as a list of goals and the final status of each is available along with 
the list cf all platfcDrrrB and bLildngs you destroyed cLring the rrissicDn. 

REPLAY SCREEN 

To view a replay cf the rrissicn just cxrrpleted, dick AvioA/of the battle space appears aicng with 
a set of controls. These work I i ke VIR cr tape recorder cortrds. 

- PressiiH41 to tog^e the dsplay of narres cn the Replay rrap. 



MAIN MENU 


FromSLiD Cbrnrancfs Main menu you can: 

■ set ycxr placer name. 

■ select sin^e, carrpaign or mJtipla^ferrrissions. 

■ access the Mission BdtortD create or edit yxrcwvn scenarios. 

■ view US. Na\el Irstitube data on the ships ardweaporsaN^labe in SLiDCOrrrrarid. 

■ access the garre's options. In Cptions yxj acjustgarre, soLnd and 3D settings, ard viewer 
reassigi fxt key desigiations, and set mJtiplayer options. 

From the train menu yxj can also \/iQw the record of volt CLtrertgarre persona in the Flayer's Log 



CHOOSE PLAYER NAME 

Id choose a player narre: 

1. Fdlcwing the opening video, the Main menu appears. 

Z Enter yoLT captain's narre in the Bdt box at the L^cperri^Tt of the screen. Pre/iously created 
captain narres appear in the c*op-dcwn list If you ha\e already created a narre, dick that 
narre in the list 'rtxj" Captain's careers ate autorratically tracked bythegarre See Flayer's Log 
on p 28. 

3b /Vfter you create or choose a placer riarreforthe rrission, select the Main menu itemyoj wish to 
access. 

MISSIONS 


Qicking on Missions in the Main menu takes yoj to the Missions screen From here yoj select the 
type of rrission you v\OTt to play. Training Sin^e or Saved and select a specific rrission title Single 
rrissions are shown by ddadt A brid" description of the selected rrission is a\ailable in the 
Mission Description window. 

You trust also select a SLixratireto corrrrard in the rrission. This is done fiom the SLicrrarine 
Selection window in the ofDper right comer The SLixrarines that are available to comrand oiffer 
fiom rrission to rrission so you trust select the rrission first Atasking cwerview for the selected 
cortrollabe SLicrrarine is seen in the Tasking \A4rdow. Tasking rray be dfferert depending on the 
SLi^rrarineselectBd Sorre rrissions have oriyorTesLicrraritTe available to ODrrrrard sorre ha\e 
rrore The SLicrrarine selection process is explained below. 








Missicn Selection Wndcw — 



Qxose Mission Type 


Mission Cescription Wncfcwv 


SLtrrBri ne Selection WtxicPiA/ 


Map of Mission Location 


Tasking CK«\ie/v 

COTCd 

CK 


The Submarine Selection Window 

The SiiimBrine Selection V\indcwv contains a graphic of the selected SLfcrrariiTe dass and two 
drp-down lists. The nDper <±op-dcwvn list is called the COntrollabe SiiD Selector. The Icwer cirp- 
dcwn is the Specific SiiD Selector. 



All rrissions have at least one cxDritrolladesijbL If the rrission desigier has ackded rrore than ore 
coritrollabesLiDtoa rrission each controllable stiD is nurbered and can be selected in the 
Cbrtrollable SiiD Selectrr. 

Some controllable SiiDS offer the player a choice of ^J^rrarine to corrrrand for a specific task. The 
options are explained below. 

Controllable Sub Selector: 

\Ahen a rrission is selected you may see ore both or several each of the following options in the 
controllable SiiD Selector ckop-dcwn list 

GCNTRCLLABLE SLB: \Ahen GortiollaUeSiij (ro leacirig asterisk) is selected in the 

controllable SiiD Sdector orily ore subrrBririe is available to 
corrrrard. That SLiDiTarre is the oiiy ore listed in the Specific 
SciD Selector The tasking oerview for this specific sub appears 
in the taskirig wirxbw. There rray be rrore than ore Gcrtjollable 
SciD in a rrission. Each controllable slId within a rrission may be 
assiged different tasking. 




*OCNTRn I AW F SLR 


V\Jhen ^Gcrtrcllable Sl±> (with a leacing asterisk) is selected the 
in the Gantrollable StiD Selecter the Specific SiiD Selector is 
enabled and the player can chocse to corrmand any SLiDrrarine 
in the list A\\ of Sub Garrrand's cxntTollabe subs appear in the 
Specific SiiD Selector list regardless of cocntry Che siiD name 
appears as default as designated by the rrission designer 

NC3IE: Missions with rrorethan orneconlrollabeaJDcan be pla^^ as Multiplayer Missions. The 
nurber of controllable sets in a rrission deterrrines the nurber of players that can play 
that rrission A rxirber appears in front of Mission titles in the MJtipla^er Missions screen 
indcating the nurber of controllable sl±s in each rrission. 

Specific Sub Selector 

The subrrari rne rerre that appears in the Specific SctoSelector when you click CKis the SLinrraririe 
you corrrrBnd in the rrission. Wnen the Specific SlJd Selector is enabled you can chose any 
SLinrTBrine in the list The tasking CAorview that appears in theT^king \Airdcwv applies to the siio 
selectiad. 

TRAINING MISSIONS 

■fbgain an uxierstarici rig cf howto Lse the rrost irrportaiTtshipstatioris ardfuTctioriality in SlJd 
G orrrrand, it is recorrmended you try the training rrissions before proceeding to the sin^e 
rrissions or carrpaigis. 

N3IE: The Training rrissions ccAor the Seawolf irterf^e only The other slId interfaces ftnetion 

sirrilariy Dfferences between the interfaces are ccAOied in the Ship Stations chapter of this 
manual. 

Training Mssicn 1: CCaots the basic garre irteifaceard rrarieusoririg procedues ffomtheT^k 

Bar ard Ship control. 

Training Mssicn 2 GCaots basic sonar opeiations. 

Training Mssicn 3: CCAorsTarget Motion Aialysis (TIW^ ard targ^rig ard lauiching weapons 

from Rre COrtTOl . 

A description of a training rrission can be viewed when you select its title in the Mission Title 
Selection List 

INDIE: Music, Somd dfects, creA/ responses ard all AjtoQewaredsabled inTraining Missions. 

To begin a Training Mission: 

■ The steps for beginning aTraining Mission are the sarre as those for starting a sin^e rrission 
except you trust select Training at the 1^ of the Missions screen ard that you can only select a 
Seawdf SLi^rrarireto dixofromthe Specific Sud Selector. The steps for startirtg a rrission are 
listed in the Single Missiore section below/. 

SINGLE MISSIONS 

To begin a single mission: 

1. In the Missions screen dick9IND_E Sin^e Mission narres appear in the Mission Ttle Selection 
List Stars riext to the rrission riarre denote l^ol of dfficLity from one star (easy) to ftxr stars 
(most dfficult). 


Z Qickthe rrission titiecf yxr choice A descripticjn cf the selected rrission appears in the 
Mission Description vvirdowarid a rrapof the battJespace appears in the Mission Location 
wirdcw. The tasking overview for the ODntrollade sub appears in the liking windcw. 

(Atemate tasking may be assigTed to other controllable siiDS when they are available in a 
rrission.) 

3b Select an option from the Gortrol I able SlJd Selecbor cicp-dcwrT. The <±op-dcwvn contains the list 
of GartrollableSLiis a\^ilable in the selected rrission If the <±op-down is grained out, only one 
controllable slId is available in the rrission See SLiDmarine Selection V\indcw on p. 21. 

4b If the Sub Specific Selector is enabled vou can chose to corrrrard ariy siiD in the list otherwise 
the sub shewn is the only slJd available 

S lb see another a\^lable rrission select a different rrissierj titie 

6L QickCANCH_to retLm tothe Main menu. 

7 . QickCKifyxj want to play the selected rrission. The Missicn Brid" screen appears and display 
corrplete tasking irfexTration 

SAVED MISSIONS 

Single rrissidXTS you save are accessed from the Saved rrenu on the Missidn screen 

1 . Qick SAvED to display the rames of all sa\ed Single rrissidXTS in the Mission Selectidxi wirdew. 

Z Steps for loading a Sa\ed rrissidxi are as follcv\s: 

■ From the Missions screen dick SAvHZX A list cfSa\ed Garres (if any have been savecO appears. 

■ Qick on the rrission vou wish to continue, then dick CKto load it 

MISSION BRIEF 

The Mission Bri^ screen prcMcte thedXDrrpletetaskirTg brief and an d^ppcrtLiity tochartge volt 

vteapon Icadout 

1 . Qick VNEAPCNLQJ^DQUr at the bettomef the Missi dDn Bri^ screen to r^ewer alter yxr ship's 
Icadout to better sJt yoLr rrissicn needs. See \Afeapon Lcadout belcw. 

Z QickCKto begin the rrissidDn cr dick CONCH, to retun to the Mission SelectidDn screen 














WEAPON LOADOUT 

Depending on ycur rrissi on tasking ycu may need to alter yxr clefaLit loadouL If >ou are tasked to 
hunt do\Mn and destroy an enenvsLlxrarine you don't vvarityxrtLiDes fiJI of larxl attack rrissiles 
and yoLT racks full cfarti-ship rrissiles. The tirre to charTgeycxTlcaclout is b^breyouget 
Lnderv\ay. From the \Afeapons Loadout screen ycxj can chenge the weapons loaded in the tLfces, 
change the rxirber and type of stored weapons, arxJ ac|ust the loadout of yccr coLnteirreasures. 


Tites 

Stcres 

QxrtermBasLTES 


Irtorration Wtxiow 



The Weapons a\ailabe for each siiD class \oy but the rrethod for charigi rig the loadout is basically 
the same in each controllable SLi^rrarine The 688(1) class has an additional Icadfcxjt screen to 
adxorrrrodate the vertical lauTch tLiDes and the/^kUa classes ha\e an extra screen for their 
external tubes. 

\Ahenever an item is selected intheciop-dcwvn list irTforrrnation about the selected item appears in 
the irrfbrrration wirdow. 

To change the loadout in torpedo and VLS tubes: 

1. In the Mission Bri^ screen dickV\EAPCNLQQDOLir TheTtiDes loadout screen appears. The 
CLirent Icadlout is represented by nurbeied, adored dots on a wire ffarre representation of the 
ship's hJI. The rxirbers represerit the tiiDe rxirber. The name of the weapon loaded in each 
tLiie is seen in the chop-dcwn list associated with each tLfce nurber. The odor of a dot on the 
wireframe coincides with the color assigned to represent each specific v\eapon. 

Z Qick the arrow in a v\eapon ctop-dcwvn list associated with a specific tiJne and select a cifFerent 
weapon from the list to change the v\eapon loacted inthattLine 
3b Change loactout in Stores or CMs (coLmtenreasures) bdbre clicking CK 

■ Inthe688(l)class, click to alter the loadout in the ships \ferti cal LaiTich System (VLS) 
tubes. Changes are rrade as described abcve. 

■ lntheA<aJa Gasses, click IMSHl TUBES to chiange the Icedout in the ship's internal tiJnes. Qick 
OUIH^HJBES to change the loadout in the six tiiDes that are external to the pressue hull. 
Changes are made as described in the steps abo^ 

4b Qick CK to irrplerrent all of yoLr changes and retijn to the Mission Brid" screen 
SGickCANCS.to igiore any changes you make on any of the screens and tetun to the Mission 
Brief screen 


To change the number and type of weapons stowed: 

1. OickSTCRES A screen shc^A/i rig the type cifv\eaporB that can be carried on yxr slAd is 

dsplayed along with the nurrber of weapons for each type CLnendy sticwved in the racks and in 
the tLhes. Cniy rack stewed v\eapons can be changed on the Stores screen 

Z Qick the right or Idt facing anovNS associated with each weapon type to increase or decrease 
the rxniDer of that weapon sbevved. 

3b At the bottom of the Rack Stovsed cdum a tally shewing the rxirber of weapons ctnendy 
stov\ed is fbllcw\ed by the total rxirber of v\eapcns it is possibetostewon yxr SLixrariiTe For 
e>orple if you ate comrancing a Seawdf dass slJd the nurbers 48^52 rreans that there are 
CLiTendy 48 weapons stowed and it is possibe to stow 52. Ycu can add foer more weapons 
bdbre you reach yoer rraxirrLm 

4b Make the desired changes to all Icadout screens before dicking CK 

• aickCKto irrplerrTertyoLr chBfTges ard returi to the Mission Brid" screen 

• Qick CONCH, to igTore any changes you trade on any of the screens ard returi to the Mission 
Brid" screen 

To change the countermeasure loadout: 

1. Qick CMS at the I dl of the screen Ascreen dsplayirig thecLirert coLfTbenreasLie loadout is 
seen. The rxirber of internal ard external coLriterrreasLje tLtes irayNOV depending cn which 
slAd dass you are ccmrancing. 

Z Qick the arrew in a cciLiXeirreasure (±op-cbwn list associated with a specific c<xnterrreasLie 
tLADe and sdect a ciffeient type of cciLiTterrrmsLfe from the list to change the cxxjnberrreasLie 
loaded in that tLie. 

3b Make the desired changes to all Icadout screers before clicking CK 

■ Qick CK to irrplerrentyoLr changes arxl retLin to the Missicn Brid" screen. 

■ Qick 0>NCH_ to igxre any changes on any cf the screens ard rdLin to the Missicn Brid" 
screen 

NC3IE: The changed Icadout is attached to yocr player name ard becomes yocr slAd's dd^t 
Icadout for all si ATsequent rrissions you play with that player name 

CAMPAIGN 


Qick the carrpaign button to access the Cdrpaign Sdection Screen. From here you choose a side 
sdect the SLAxrarine to corrmard ard go head to head with the best the enerry has to offer in the 
sdeebed carrpaign rrission 

THE STAGE WAS SET 

The Russian Ddense Minister ''ArxdearsLiDrrarirnefleet is the fubje cf the arrred farces. The 
rnurrber cjf tariks ard gens will be reduced, as wdl as the infantry but a modem navy is a totally 
different thing." 

OSOOCNGRESSICN^TBSnMasrif': Fbuse Natioral Secerty GarrrritlEelestirTiDriy, 1996 Cdiense 
budget February 22, 1995: 

"... The Russians today have six SLAxnarines at sea that are qJeter than the 688(l)s, olt best 
SLAnrrBrine ...This i s the fi rst time si rce we put Nautilus to sea that they ha\o had SLAarrarines at 
sea queter than ours. As you krow, qJeting is CNerything in SLAarrarine warfare" 

Button as these words were spoken the Soviet era had gi\en way, ard the SLAarraririe warriors 
had a few years to rest on thdr laurds. 



RUSSIA RESURGENT 

A new gcA^mment has cometr) pCAA^ in Russia with a pronisecf restoring the ccxjTtry to 
inbemational prorrinence as a wold superpow^ Military units are being rebultthrou^ ircreased 
training, mass production of existirg weapons, and research and dekelopmertto prcvide new 
capablities. 

The leacing edge of this activity is the Russian siiimarine force, which has suffered the least 
decline since the end of the cold war SLinrrBrires areergaged in operations to gain inbelligerce 
akxxjt US. forces and to ensue US. SLhrrarines are rot able to observe Russian exercises. The 
Russians are especially keen to enshroud the deNeloprrent of a new anti- air warfare rrissile 
The US. leadership in the Departrrert of D^ense the State Departrrent ard the intelligerce 
agencies tnas initiated actions to monitor RLBsian capabilities and d^]errrine their intentions. 
SLixrarines are critical assets for covertly gairirg the requred irforTratiori 
Peac^rre Rules of Engagerrent are still in force but as the Russians increase preparations, the 
encounters betv\een the two countries becornne rrore frequernt ard the possibility of hostilities 
intensifies. The risk of an undedared war beneath the sulac^ increases with ^ery encounter. 

To corrbat the new capabilities of the Russian IrrprcAad A<Ja-l ardA<ula-ll subrrarines, the US. 
fleet corrrrissioned the Seawolf dass SLinmarine in the late 90s. Wnile queter and more capable 
than any nudearsubrrBri neat sea, anrnstruction of the dass was canceled for all but three \essels. 
Qiy two Seawolf class SLixrarines are curentiy deployed. The 688(1) dass remains the backbone 
of the US. submarine fleet 

■fensiore are rising, ardthe prerher SLJnrrarirnes of thetwo rnavies rrust be the first instrurents of 
national policy, hfcw^er, a SLtrrarine is merely an extension of the wit creativity and will to win of 
the Gorrmancirg Cfficer. If yxr have the skill, krowledgearndcharactertocorrrrBrdthewold's 
elite ^J^marines, step L40 to the challenge of SJoGorrmard. 

CAMPAIGN ORGANIZATION 

Thecarrpaign is dvided intofouteen rrissions. You can elect to pi ay all thirteen rrissions of the 
carrpaign as the corrrrarder of a Russian A<Lia class, a US. 688(1) or Seawelf class siJnrrBrine 
\Aith rrinor exceptions (noted in the descriptions), the same rrissions are present in all three 
carrpaigTs; only you* perspective ard goals arid the capabilities cf the stiDTrarirre you corrrrard 
are cherged. In each rrission, one SLiDrrarine has an offensi\^ role ard the other has a ddensive 
rde The opposing force may have several siiDmarines, but you ha\^ rx>frierxly SLiDrrariries. 
Fugard ess of the ship chosen, you ha\e the same requ red rrissions, althou^ the order is 
sorrewhat dfferenL 

In SLh Gorrrrard, failue to achieve speciflc goals need not resJt in the necessity to replay the 
rrission There will, howoNer, be rrissiorvrel^ent consequences in futue rrissions dependrg on 
whether or not you corrplete irrportant goals as you go along. 

The early rrissior^ require SLpport of naval exercises in home waters ard rrissions in enerry 
coastal waters for obsetAation of enerry naval operations ard insertion of Special Forces. Both 
SLi^rrarine forces focus on an L4DaDrrirg test of the new Russian anti-air rrissile in the early 
rrissions. If the Russians can deny US. forces' knowledge of the characteristics of this weapon, 
then the Russian Northern Fleet will be rruch more dfecti\e when the battie is ^entuallyjdned. 



To begin the Campaign: 

1. From the Main menu, click CAI^nolOsl The Carrpaign screen appears. 

Z In the Carrpaign Selection \Aindcwv dick the narre of the siiD dass yxj wart to corrrrBnd for the 
carrpaign: Seawotf, 688(1) or AkiJa Mission names appear in the Mission Selection wirdow. 

• lb view saved carrpaign rrissions dick Sawed Mssicrs. A list of saved carrpaign rrissions 
appears in the Mission Selection window. 

3b Select the first (or next available) rrission in Mission Selection wirdcw. Adescription appears in 
the Mission Description wirdcw. Atasking overview appears in the Tasking wirdow. 

4b In each carrpaign only one sub is a\^labe to pilot Yolt stiD's narre is listed in the Specific Sub 
Selection wirdcw. 

Note: To pncceed to the next rrission, yxj rmst successfUly corrplebe all the rrission's critical 

goals, critical and rxn-critical goals are listed in the Mission Status screen duing garreplay 
Press IlLl^l duing garreplay to access the Mission Status screen or select Mission Status 
from the System rrerxi 

S Qick CKto teceixe the Mission Briefing or dick CftNCH. to tebun to the Main rrenu. 

6L The Mission Bridira is several pages lorn Press (defaJt hot k^) to rrT>e to the rrext 

page 

7. Aithecorrpl^on of the bri^ngthe Mission Brief screm appears listing yxr task rrg ard 
offering ycu a chance to change you* v\eapon loadout 

8b Qick CKto start the rrission or dick CftNCH. to retun to the carrpaign screen. 

MULTIPLAYER 


Up to eight players can link tp via Internet or a local rTelvworktocteatealliaiTces ard engage in 
corrbat against huran opponents or corrputer A. For irvdepth information, see Mdtiplayer on 
p.l53. 

Cd ire garreplay for Set) COrrrrard will bea\^ilableonlythrou^Ajgust31, 2002 stlpject to 
onlineterrrB of use ard all features may not be available at the time of puohase Please check 
online at wwweacomfor more irTforrration and terrrs of use 




MISSION EDITOR 


Qjstom build sin^e or mJtiplaiv^ rrissions anywhere in the wold. Make yoir rrissions as sirrple 
or ODrTplex as you desire arxl include i3rdorne\erts, goLfDS arxl opponents so that the garre 
pla^ dfferendy each tirre it is placed. >txj can place ore cortrollablesLiDrrBrire or s^oal inyocr 
scenario and play the gatTefrorndfferert; perspectixes. Cpponents ard allies can be created fiern 
the navies of sixteen dffeient oxrtries. For in-depth irifbrrratioa see Mission Bdtor on pi 161. 

PLAYER'S LOG 


Sl±) COrrmand rraintains a log for all placer names you create. The log dspla^ ejesy rrission 
atlerrpted by yorr curent player narre and the results of each are dsplayed when you select the 
narre of a specific rrissiori 



Ray€rfvbrrE 


Qick Mission Titie tD 
\A&N resUts 


S^ect Mission Type • 


Missions are groLped by category 

1. At the left of the screen dick the desired text to select the type of rrissions you want to view. A 
list of all rrission tides of that type Lfxlertaken by yocr current persona is dsplayed. it may be 
necessary to scroll down to see all rrission tides. Multiplayer rrission results are viewed with the 
Single rrission resJts. 

Z Qicka rrission's title to see the results of that rrission The inforrration dsplayed isthesarreas 
that dsplayed on the Mission Debris screen at the ODndusion of that rrission Slightly dfferent 
iiYormation appears dependng on the Mission Type 
3b BttZKTOGAI^ LISTING at the bottom of the rrission irTforrrationtorebLrntothelistaf rrissioris. 

You may need to scroll to view this te>4: 

4b Qick CKto retLiotothe Main rrenu. 


OPTIONS 


Selecting Options from the Main menu dsplays the Cptions menu. The G&me Options page 
display by dd^t The text buttons at the Idt of the screen indicate the tvpe of options that are 
a\olable Qickthe nameof theCptidrs page you wish to view. A green bcocaroLnd the text button 
indcabes the selected! (Options page 



A check mark in a box associated with an dption indcabes the dption is CN 

GOI^ Set Ganra and rrap control dptidre. The fbllcwi rig dptiers area\^lable 

Show Dead Pl ctfu i l b : V\hen CM, all platfcarrs that are 100% clestro^eddsplay in their actual 

IdxatidDns on the Nav rrap ard their actLSI identity is dspla^ed in 3D\/iew. Should the contact be 

killed by a platfdDrm dither than OAATship, the cortact syrrtad dspla^ dn the Nav trap whether you 

ha\^ detected it or not 

If you ha\e daecbed the cdntact the contact's syrrbd rerrains dn the rrap mcA/ing art: the ctxrse 
and speed designated intheTMAsdutitn ^en after the actual ship or object is destroyed. This 
can resJt in seeing two syrrhols and two 3D mxlels ftr the sarre cortact when this tptitDn is on. 
For exarrple, assurre you have a cdxtact desigerted SOI. Ycu have aTMAsdution dn SOI that 
places it on bearing 235 at a range of 4000 yds but the cortact is actually <n bearing 239 at a 
range cf 5000 yds. A±itionally you have dassified SOI as a Kri\ek dass frigate when it is actually 
a fishing beat \Ahen you dick SOI on the Nav rrap the 3D rrodiel cf a Krivak appears in 3D view. 
New SLppose that you fire a torpedo at SOI LSing yoLrTMA solution. Because yoir solution is 
dose to the actual locatidn cf the contact the torpedo picks up the actual cortact and destroys it If 
you are attached to the torpedo you will see it go right through yocrTMAsolutidn in 3D because it 
is not in the actual locaticn cf the cortact The torpedo pnocaeds cn to the actual locaticn cf the 
cortact and kills it Asyrrtaol for the cortacl irrrrBciately appears at the actual locarticn of the 
platfcnricn the Nav rrap ard the rroclel cf the dead fishing boat appears inthe3D\/iew if you 
select the syrrtacDl.Ycxr SOI sc)luticnsyrrbc)l ard the Kri\ak rroclel rerraindntherrapLntil you go 
to the TMA start] cn, select SOI ard ctop it 

If Show Dead Flatforrrs is CFF, you n^ar see in 3D what you have killed. Based cn the scxnd cf 
expicsiens ard the less cf a signal cn a given bearing you may asseme that you ha\^ killed 
semething If you wart: to krxw for SLie what you fnave killed without turrii rig cn this feature gnto 
the Missicn Status screen ard scroll dewn to the Kills secticn 

Show frith: Won CM, syrrtaols for all objects in the rrissicn display cn the Nav rrap whether you 
ha\e ctebected them crrxt Won a 'truth' ccntactis selected cn the rrepadnjeteirtbrrraticn 




akxxjt the contact is seen inthe Cteta Dsplay Indcator and in the 3D view. The iiYbrrnation in the 
CO has a dfFerent forrrat than that seen when ShowTaih is CFF. 

\AhenCNnoGDnlactlCteareseenintheTlviAorFireGDntrol Drp-dcwn lists. You can only engage 
TnjthoDntacts from the Nav^ LBing the Contact menu's Engage Wth aDnirand or by shooting 
a Snapshot at the contact from the RreGantrol Target Dsplay 

Truth is CFF by ddault and rrust be enabled here or by using the keyboard comrand or the Nav 
Map menu. The defeJt keyboard comrand is shown. 

• Press |[ C0NTR0L | -t- |I SHIFT || -Jl]) to toggle the display of truth on the Navigation Map. 

• From the Nav Map menu select l_ayer5==Shcw Truth. Select l_ayers>Hde Truth to tun truth CFF 
again 

N3IE: Ahost in a rriitiplayer garrecantun CFF the Show Truth capability so ro players in the 
game can use it 

Show Link Gala: \Ahen CN, frierdy or allied contacts appear on the map as buesyrrbols of the 
correct platform type Sinc^this irforrration is prcMded fromyojr link to other ships and satellites, 
they are desigiated as Link reports and ha\^ an Ldesigiation on the Nav arxl Fire Control maps, 
aickdng on an L cortact on the map displays iriforrration in the DD, in the 3D view and the 
location of the platform that is aozuateas of the last Link report Link data is reported on a time 
delay so the locations rray rxt be exact but they are the locations with a hi^ l^el of confidence 
Link infonration is tpdated on the map as long as the option is CN. 

If the Shew Link Data option is CN when you lea\^ a rrission, it is also CN at the start of the next 
rrission 

This option can also be set as follows: 

• Press [BElFTI -f jl control! -Ja] to triade the dsdavcf Link caa for allied platforns and land sitES. 

• From the Nav Map rrerxj select Layersi^^how/Hde Link Cteta. 

INDIE: L contacts do not display in theTMA Gclo c± ciop-down list Sorre land sites are (designated 
(duing rrission <desig^ as Ajto D^ect A larxd site so (desigiated is always visible arxl also 
has an L (desigTation. It remains visibe^en if H(de Link Cteta is selected. L and L cortacts 
(doappear in the R re COntnal Target list 

RneCcrtrol Qicdc Lainche \Ahen CNthetirre it takes to uioad and load weapons and 
coutermaasures is reduced as follo\As: 

■ V\feapon uidadj^load tirre chops from 16 - 18 rrinules ((deperxing CDn the siia) to approxirrEilely 
35 seconds. 

■ \Afeapdri l(3adtirmdirps ffomS - 9 rrirutes ((dependirg (Dnthesub) to 20 secerds. 

■ GDurTterrreasueui(3adi^l(3adtirmdiopsfromriear1y6rririutestol4seaDrxls. 

■ C0urterrreasueloadtirrediepsffom3rririutesto8seaDrxls. 

BiaUe Tool Ups: \Ahen CN the rarre of the screen, button rarm dr fuTction arid in sorre cases 
aciditidral irfdrrratidri displays when the cusor is held dA^ game labels, buttons arxl entry fiel<ds. 
3D Set screen resedution arxl 3D^ects and testing (Options. Select Dsabe3Dtocorrplebely 
disabe 3D in a rrissicDn. 

CRBAIAdi\ate dr cteactivabeAjtoQewrrerx \Ahen CN, Ajto QTaMren perform specific garre tasks 
as follows: 

F^cfarAUbDOeiM V\hen (HSi Radiar AjtoCrewrran marks and Lpdates all Radar contads as long as 
the Radar is on. 

TMAAJDQTsirt«\AihenCN,TMAAjtoCrewrriBnrrErgescdritacts, perforrrE TMA assessment ard 
enters Rrirg Soluticrs for all (desigTabed contacts. 


IsnE: Wnen theTMAAjto QTevvrrBn is CN ycu carmot adjust solutions at the TMA Station If you 
attenT^t to mc^^theTMARJer or make entries in the Trial Solution Reids, yxrTMAAjbo 
Crewman them back to the settings he entered. 

Scrar AJDOew: \Ahen CM, the Soriar AjtDQewrran rrarks contacts in Narrcwband sonar and 
assigns trackers. (Trackers appear in both Narrowband ard Broactjard Dsplays) hfe then 
comrerces dassifying the onritact in Narrcwbard. Once dassified the contact's syirbol on the Nav 
map changes shape to r^ect the dassification deterrrined by the Sonar AJe Crewman. You rrust 
still assign anal I iarice to the certad: from the COrtactrrernu's [iesignatelvpe'Alliarx:e>>^liarce 
option. See Ship StatiorVNavigation StatiorVCbntact Menu on p. 45. 

NC3IE: \Ahen Sonar Ajto Qewrran is CN you can still assign trackers arxl rrark cortacts. In some 
cases yyu rray be cpicker than he is. You can also rrcAe the Narrowbard CLisor to 
designate the search area for the Scrar AJd OewiTBn 
RreCortrol AUtoCrisw: \Ahen CM, the R re COrntrd Ajto Qewrran erters presets appropriate for the 
contact 

INDIE: Be av\oe that if >ou designate a contact as a strlaceship when it is really a siimarine the 
RreGDrntrol Ajto Qewrran enters presets appropriate for a sirfaceship. hfe uses yxr 
dassification ard the existing TMAfiring solution to deterrrirne appropriate presets, ^en if 
yoLT classification ard firing solution are wrong. 

For more ddailed information on Ajto Qew fcrnctionality, see Ship Stations/Ajbo Crewmen on p. 
146. 

■ SettirngNcMceC^^tstLiTBCNall AjtoQewoptiorns. 

■ SettirngAd^onced DefaJts tuTB CFF all Ajto Qew options. 

SOfDt Bnable\oicecorrrrarnds as well as in- game sound ard rrusic options. A list of a\^ilable 
English voice corrmarnds is found in N^ceQnrnrrards.doc located on the Stio COrrmard CD. 
GCNIRCLS: Dsplays hot key assignmats for the 2D Map, 3D\/lew and C^rneral garre functions. 

Hot k^ assignrrents can be changed here See Cptions/Charnging Hot Kfey^^ignrrents belcw. 
MULI1PLAiiG% These options are only a\^lade to the host in a mJtiplayer garre Cptions you set 
here are enabled when you host a MJtiplayer garre If you join a MJtiplayer garre any options you 
set here are dsabled. Wnen you host you can also set these options from the Gbrre Room See 
MJtipla^er/MJtiplayer Cptions on p 157. 

CHANGING HOTKEY ASSIGNMENTS 

To change hot key assignments from the Options>Controls pages: 

1. Douldedick the text of the option you want to change The option is hi^ighbed ard the text 
changes odor. 

Z Press the desired new key or key corrtaination. An alert tressage appears if that k^ or key 
corrtaination is already assigned to arxther comrard ard dsplays the narre of the comrarxi 
cunendy assigned the key<s) you pressed. 

■ aickYEStoswapthetwok^assignments. 

■ aicklNDtotTBintain the current hot key settings. 

3b QickCKat the bottomof the Cptions rrernu to accept all changes or dick CONCH. to ignore all 
dnanges ard retain your previous settings. 


SAVING OPTIONS CHANGES AND RESTORING DEFAULTS 

To save options changes: 

• QickCK to apply all changes rrade on any page The Cptions menu doses. 

To exit the Options menu without enabling any changes: 

• aickCftl'CB- TheCptions menu doses. 

To set setting to the default options: 

1. Qick CHtOLLIS on each page to set that type of options to the dd^t settings shipped with the 
game Each option type has a separate DefaJts button. Some Cptions haste NcA/ice and 
Adstenced Settings. See NcMce and Atisanced DddJts below. 

Z There are three pages of Cintrols options. Qick the check box at the top of the screen to select 
that page of Gortrol options. Qicking DefaJts on any of those three pages resets the ddaJt 
options on all three pages. 

NOVICE AND ADVANCED DEFAULTS 

Some types of options are tLmed on or off at game startLp depend ng on whether you selected 

Nos/ice or Atisterced settings duing game installation. 

• To switchfromonesettingtotheother or to restore the orignal settings if you ha\te altered them 
select Ncvice DefaJts or Ati\tenced CddJts as desired from each page that cortaire those 
options. 

• If a page has only one CefaJts button, the defeJt options are the same for both ncA/ice and 
acKterced players. 

MDfEThis manual assures Ackanoed D^Jls are selected. If you ha\te selected NcA/ice setting, 
yoLT game experience is slightiycifferent than described in this rranual. For information on 
the settings enabled for the NcMce player, read about Gdre ard Qew Cpti ore abcAteand 
see Ship Stations/NavigatiorVPIayiiTg FromThe Nav Nation on p. 50. 

■ AAenc»d MaJts turns CFF all Gdre page options e>«:eptErBbleTbd Tips. No crew optiOTTS 
are enabled. 

■ ISbwiceMaJtsturre CN these Garre page optiore: Shew LJri< Ceta, Shew Dead Flatforrrs, ard 
Fire Control QJek Laurch. Al Qew Cptions are enabed. 

USNI REFERENCE 


Data from the US. Naval Institute (LBM) was Lsed as the r^erericeforthe irTforrration in the 
online LBM brcw\ser, ard for the perforrrance parameters used in the game databases. Aiy 
d^ations from U5M data for gameplay pLiposes are annotated in the browser entries. 

USING THE BROWSER 

To access Reference Information from the Main menu: 

1. Qick LEM m LKLN CE on the Main menu The Irformation Browser opens. 

Z Qick the desired nation ard platform rarre or the desired weapon type ard the weapon name 
about which you v\ant to learn more. The browser shcw\s the text entry by defaJt 
3b QickTE>cr, PHOIOorSDatthel^toviewthedesigTatedtypeof entry. 

4b Press H to page thiou^ the text photo or 3D entries of a g\ten type for the selected oxntry 
or weapon type 



To manipulate the 3D object in the browser: 

• Prgss cj wFRA R cr any arrow ke/ to Stop the notation cf the 3D object 

• FtessS to start the (± 3 ect rotating again. 

|| control] _|_ (Q zxiTB in on the selected object or last camera position if nothing is selected on 
the 2D Mapx 

|| control] +E1: Zxyrs out on the selected object or last camera position if nothing is selected 
in the 2D Mapi 

|| control] +[2; Brings the camera abot^ the object giving you a brcfs Review. 

|| control] +G1; Bririgs the carreraLnder the object gvirigy:xj a view of the bottom of the 
object 

IICONTROL] (0| ■ the camera coLnterdockwise anDLnd the object 

[[ CONTROL ] +B; Mca^ the (arreia dock\A/ise aieund the object 
S Qick the hoLse (home) icon to retun te the table of contents. 

6l Qick CK to retun te the Main menu. 



To display the browser from any screen during gameplay: 

• Press RLlThe browser opens, 
or 

• Press HIB then click USM l< U U <LN CE from the System Menu. 

• QickCKtDdosethebrcwserandretLmtothegaiTe. 

PLATFORM -SPECIFIC INFORMATION 

Ycu can quickly access irfomation on a specific platform in the game or in the Mission Bcitor. 

During Gameplay: 

1. Select the contact on the l\bv rrap then press IIALIII +10]. 

The LBM Browser opens to the entry for the selected platform Be av\ere that the browser provides 
irfoTTration on the platform as dassified by you. If you select a contact you heve dassified as a 
Kircv, the browser entry for Kirov is displayed, e«en if the contact is really a Slava. 

INDIE: If Show Truth is CM, the browser dsplays the correct entry for a selected contact 
Z Qick CK to retun to the game 


In Mission Editor: 

1. >Qs9g n a coLntry, dass and name to the platform Select the icon on the trap and press 
IIALII 4CD The brcvNser opens to irTfbrmation on the selected platform 
Z Qick CKto retirn to the Mission Edtor. 

NC3IE: No LBM inforrraticn is a\^labe on land buildings, civilian aircraft and sailing \^ssels. CLring 
garreplayand in the Mission Edtor, the brcwNser's Main rrerxj displays if you atberrpt to 
access platform specific infonration afcxxjt a contact that has no brcAAser entry 

EXIT 


To exit the Main menu: 

• Qick E>rr. A SLh Cbrrrrard message box appears asking you to confirm that you v\ant to I ea\^ 
thegama 

• aickCKtDe>dtto\Aifrdcwvs. 

• Qick C^nc»l to return to the Main rreriu. 

SHIP STATIONS 


There are s^^nteen stations plus the T^k Bar on each ccntrollabesLiorariiTe \Ahi I e the stations 
on each controllable siiD are ciffeient in appearance their basic flnc±ionality is qoite sirrilar. This 
section describes what happens at each station. \Ahen basic furotionality is the same directions 
for perfcrrh rig the station's ftiTcticns are preserted with any sli^Ttcifferencos between the slIds 
roted trcter each step. A descri ption ojf the screen parts and button names for each SLiararine 
dass fdicwvs the list of oiiections. 

\Ahen the stations appear or function CMte oifferently steps for using a station's functions are 
inducted separately by suiorarine dass. 

^OE:The Irrpicved A<uia-I and theA<uia-li suiorarine staticns IcxDk arxl function identically within 
thegarre. Both of these classes are referred to as sirrply 'Acuia' in this manual. 

GENERAL INFORMATION 


SELECTED OPTIONS 

Ch each dass cjf suiorarine cdcr is used to desigTate a selected state for buttons arxl menu 

OptiCTB. 

■ Seawctfr Non-selected buttons arxl options are orange Selected buttons ard opticrs are geen. 

■ eaa(l): Ncn-selected buttOTTS arxl opticns are geer\ Selected buttoiTS arxl opticns are cxarige 

■ Aloia: Non-selected buttons arxl options are red. Selected buttons and options are white. 

SYSTEM MENU 

The System Merxj is a\ailade cn ^erv suixrarine arxl from anv ship station bs/ pressirxi lll^l 
duiiriggarreplay or by seleciirTg System rrerxjfromtheNav Map rrerru. (Ri^X-dicktheNavrrap 
surface tod splay the Nav Map merxj.) 





The fdicwving options are available 

Restmes Select this option tr> leav^ the Svsternrreriu ard resLiregarreplay. 

QjticrE: Dsplays the Cptions menu 


LEN R^ierences 
Mssicn Stefas: 


Saves 

Saveaixl Exit: 
BxIMssicrc 


Dsplays the L5M Browser. 

Dsplays the Mission Statijs screen giving you access to volt captain name 

rrission name score elapsed time, volt rrission goals and a list of 

platforrrB you iTav^ destroyed Lp to this point in the game 

Dsplays the Save Dialog then returns you to the game 

Dsplays the Save Dialog then exits the rrission 

Exits the rrission without pnoviding an opportLiity to sa\e the rrission 


SEAWOLF BUTTON MATRIX 

The Seawolf dass utilizes a button matrix on rrary of its stations. 

• Qickarv button that artairs both text ard a down arrewv to display a panel with adcitiorBi 
options related to the dicked button. 

• aickBflCK(Lp-aiTCwv)toretLmtothepr^ous matrix panel. 

• Qickariy button that cortairsorily text (roanow) to performthe described function. 

NC3IE: In the Button Matrix a selected findion is green 

MANUAL DESCRIPTIONS 

It is possible to set Game Cptions that allow you to view the true location and identity of all 
contacts, only Allied contacts and/or dead platforms on the Nav rrap ard 3Q Except as noted, the 
directions ard descriptions in this manual assure that all GbrreCpticns with the exzepticn of 
BTablelbol Tips are CFF. See Main Merxycpticns/Garre cn 29. 

TASK BAR 


The T^k Bar appears at the bottom cjf all stations cn all three dasses cjfccntrollablesLiDS. Task 
BarfuTcticnality is identical between the SLimariries ard there are cnlysli^Ttccsmetic differences 
friDmsLlDtDSLiD. TheSeav\olfT^k Bar is shown here. E^h designated section is described belcw. 


ManeLKO" ShertoJs and C^rre Fteadouts 



Qrters Maiu 


H^iryDspI^ 






STATIONS MENU 



aicking the Stations menu button dspla^ the pop- Lp Stations menu. The menu contains icon 
buttons representing the m^or ship stations. The buttons are described below. Held ycxr cu^or 
a button to (display the rTarrecf the ststicn. ^ch ship station is (described in full later in this 
secticn cf the manual . 

• aick a specific button to rrove to that staticn 

The Nations menu icons are (ddined below along with their (ddaJt keyboard shortcuts. 



ORDERS MENU 



Cfertain basic cyders can be gixenfiom ary ship staticn using the pop- LpOdeis menu on the T^k 
Bar. Qick the button to display the available menu options. 

FIRE TUBE: 

This cption appears bc*h here ard cn Ownship menu cniy when a target is assigiedto a specific 
tLfce at the R re control Staticn. 

• Tlte Mjrfaen V top c n fsbmgTarget IDt Select a tiiDe rxrrtaer to fire the weapcn in thetLieeat 
the (desi grated target 

NOIEiThis menu cption is always visible if a ULN/is loacied in a tiiDe LUvS do not lecfire a target 
assignment so yoj need cnIy fire the tdee to launch it See Special Cperaticns and 
PtoceclLjes^DepIciyirTg ULK/S cn p 149. 




NAVIGATE 
Set Depth 

Crders yxr slJd to the sijface 
Oders volt sl±) to Periscope Depth. 

Crders yxr ship to 100 feet/30 rrebers. 

Qders yxr ship to 800 feet/244 mSbers. Beware! If you are not in vvater 
that deep, yxj will slarriyxrsrtpintDthelxttDrnofthebodycf v\ater 

Qders ship speed to the top speed possible for the sub you are 
corrmanding. 

Qders ship speed to 14 kts less than the top speed possible for the siiD you 
are comrarxing. 

Qders ship speed to 15 kts. 

Qders ship speed to 10 kts. 

Qders ship speed to 5 kts. 

Qders shiptoafUl stop. 

Qders ship speed to 5 kts in a reverse ciiection. 

Qders ship speed to 8 kts in a reverse ciiection. 

Qders ship speed to 4 kts less thanthetopreerse speed possible tor the 
siiD you are comrarxing. 

All Back BTEigency: Qders ship speed to the top reerse speed pcssibe for the siiD you are 
corTTrancing. 

MASTS AND ANTENNAS 

These merxj options appear as long as the rrast is still fLixtioning. 

I^s^Lovuet ESI^ fogies the state of the KM Mast (Bectronic Support Measues). You rrust 

be at the designated depth or shallcAAO" arxl at speeds of 10 kts or less if 
the sail is SLiDrrerged to avoid damaging the ESM Mast For infbrrration on 
E5M see Sbp Stations/Racio BoorryKM Station on p. 131. 

SEA\ACLF: 70 ft (FO); 688(i) 65 ft AKULA 16 MSberB (PD) 
l^sQ^LovuEr l^cfoe Toggles the state of the Bado Mast You rrust beat periscope depth or 

shalloAO" arxl at speeds of 10 kts or less if your sail is SLiDmerged to avoid 
damaging the Rado Mast RxirfbrrrationontheRadoRoomseeSbpSbp 
Stations^Rado RoonYESM Station on p: 131. 

l^sa^Lcwuer F^risocpesTbg^es the state of the Periscope Raising the Periscope at a speed geater 
than 10 kts damages the rrast if voj" sail is SLiDmerged. See Ship 
Stations^F^scope ard Stadrreter Stations on p. 136. 
l^sQ^LovuEr Toggles the state of the Radar rrast Ttxj rrust be at the designated depth or 

shallcAAO" arxl at a speed of 8 kts or less if volt sail is subrrerged to a\^d darraging the Radar 
Mast See Sbp Stations/Radar Station on p: 129. 

SEA\ACLF: 70 ft 688(i) 61 ft AKULA 115 Meters 
Lauuer All: O-ickly lowos all rrasts ard antennas. 


Scrfece: 

Goto PCt 
Go Stiellaw: 

Go Deepc 

Change Speed 

All Ahead Hark: 

All Ahead Ril: 

Ahead 9ancbn± 
Ahead ^3: 

Ahead 3/3: 

All Stepc 
Back 3/3: 

Back ^3: 

All BackFUl: 


COUNTERMEASURES 

This menu and its options appear as long as OAAOship has cxxjTberTreasLres of this a\^lable. 

Cniy internal axiTberrnaasLi^ tLfces can be reloaded. If yxj ha\e two internal axnberrreasLie 
tLfces cxntaining one each of A±\eand Passi\e Decors, all foLr of these options appear This is to 
perrrit you to select the depth for the CM. If you Select Active Ceep, both Active options disappear 
since you new have only one CM loaded, a Passi\e Decoy Chce you launch the F^ssixe Decxiy no 
coLnterrreasure optiens aieax^lable from this rrerxj and you rruEt tel oad the tLfces from the Fite 
control staticn. 

If you ha\etwoActi\e Decoys loaded, orTlythetvwoA±ve options display in this rrerTu until you 
ha\e fired both ccx^TerTreasuies. TTten ro CDpticns appear until you reload CMs. 

Active Decoy Deepe Selecting this eptien launches an active decoy to a d^^t depth of 800fl/244 
rrebers. 

Active Decoy ShellatM Selecting this option launches an active decoy to a d^^t depth of 100 
ft/30 meters. 

F^Esive Decoy Deefse Selecting this opticn launches a passive ctecoy to a defeJt depth of 800 
fb'244 meters. 

ftesi ve Decoy ShBllo>ftfi Selecting this opticn launches a passive deoDy to a d^aJt depth of 100 
N3IE: The Seawolf has ei^Tt external dxxnterrreasuie tiios. The CMs in the external tiios are 

fired first when this opticn is selected. >txj can set counterrreasures to a specific depth from 
the Seawdf s Rre COntrd Gourterrreasute Launch Panel. See Seawdf Fire control Suit^ 
Seavtolf Cburtorreasure Launch Fane! on p. 120. 


HISTORY DISPLAY 


Thecerter porticn of theTask Bar allows you to select and view a running log, or hiistory, of three 
types of messages. 

HstoryWndcwv 

Hstrry Selection Buttons ■ 


Exparc^Oxtract Wndew 



HISTORY SELECTION BUTTONS 

A lit button ircicates the currentiy selected Hstory type If you have a message in any other 
wirdow, that window's selection button flashes urtil you select the button ard view the rressage in 
that history wirdow. 

Oew Report Hslcry: (BlueQrde) Dsplays the crew reports in the Hstory \Airdcw. Qew reports 
indude but are not lirrited to the crew lespcrses to your orders to change depth and speed. Some 
tasks performed by the Ajto Qew are shewn here but are not reported audiby 
l^cf o histcry: (Qeen Square) Dsplays all racio messages in the Hstory window. Your original 
tasking brib" is found at the top of the history Messages related to garre status also appear here 
Latitude ard lorogitude coondiiTates aieeasilyaazessibe while viewing the NavrrBp by opening the 
Racio Hstory wirxfcwarxl Serb I i rig to the aoord rates. 

Chat history: Cfbicw Triangle) During mJtipla^or games dick this button to view new messages 
ard re/ioA/ your chat bstrry in the Hstory window. 





HISTORY WINDOW 

The Hstiorywirxlcvvdi splays a corrplete history cf all crew reports, bri^ and all rado traffic, or 
rTLitiplayer chat messages. Select one of the Hstory Selection Buttons to the left of the wirdcw to 
select which type of message history is dsplayed. The last two lines of the CLtrentiy selected 
history type dsplay in the Hstory wirdcw when it is not expanded. \Ahen the Hstory wirdow is 
expardad, a scroll bar appears if the lerigthcf the rressage history exceeds the wirdcw openirig. 

Expand/ Contract History Window 

• Qick the Lp-anow to dsplay the ertire Hstory wirdcw. Tbu may haNtetoscrdI to view the entire 
contents cf a given history within the wirdcw. 

• Qick the dcDwrvarrcwcr the rrapSLflacte to dose the Hstory wirdcw. 


M A N EU V ER SHO RTC UTS A N D G A M E REA DO UTS 


This area cf theT^k Bar prcA/ides game ard Ownshp irifbrrration and provides shortcuts for 
ordering ship maneuvers. 

Change Ctxrse 


Change C^Dth 


&rreTirrWF^use Irdcabx 


EKFTH 

rt|«w»c eta 

n 

■a 


«EEL 

Ft)IKID D4kt9.| 




■ C^rre Speed 


Depth Lhda" Keel ■ 


Change Speed 


DEPTH, COURSE AND SPEED 

Lfee the Maneu\^ Shorteuts to chartge ycxr depth, cocrse ard speed from ariy ship staticri Cepth 

is shown in feet on the US. sets ard in meters on the A<iias. 

To issue a maneuver command: 

• PdntthecLisoratadgitardclicktDcydeforvterdthrou^thedgits. 

• Right-click a dgt to cyde backward. 

■ Seawcif: CraiTge rxrrtaers irdcate the CLirent depth, ccxrse ard speed. Dgits are goen while 
you click them 

■ eaa(l): Qteen rxrrtaers irdcate the CLirent depth, ccxrse ard speed. Dgits are crarTge while 
you click them 

■ yMoia: Red rxirbers indcate CLrrert depth, ccxrse ard speed. Dgits are white while you dick 
them 

To see the depth, ccxise or speed you ordered while the ship is still rraneuvering, visit the Ship 

control Station or check the crew report in the Hstory wirdcw. 


KEEL 

This readout d lows you to keep track of the water depth under yocr keel. This is hardy when 
operating in shallow littoral wefters. 



GAME TIME/ PAUSE INDICATOR 

The Time field displays the time cf day in the rrissicDn based on a 24-hoLr dcxzk. If the game 
scenario starts at 1:00 p.m, the time field shcAAS 13:00 and increments from that tirre. 

\Ahen the game is paused, the word F^LEed replaces the time digits. 

• FtesB to pause the game 

• Press n again to rescme gameplay. 

TIME COMPRESSION SCALE 

\Ahen playing time is afector cr you iTeedtotrarBitfor IcxTg distances, it is helpfiJ to speed Lp 
gameplay In addition to real time Stio COmrand SL 4 Dpdrts fdxr l^els cf time corrpressidDn. The 
time scale displays inthef^ ri^Ttcf thel^k Bar. A stack of ccJcDred bars represents time 
corrpression. 

■ At real tirre, a sin^e green bar is displayed. 

■ At tiArtce real tirre a lirre (yellcw/geen) bar appears abc^e the geen bar 

■ AzfoLrtirres real tirreayellcvv bar is acicled tothestack. 

■ A; six times real time an (Drange bar is added. 

■ A Lp to eight tirres real tirre (depending on system capablity) a red bar appears at the top cf 
the stack. 

• Press + dn the iTLrrtaer pad or left dick dn the tirre scale to tog^ethrou^ all scales in an 
irrireasirig dDrder cf cdrrpressicjn. F^al timefbllcvvs 8x in this rotatidn. 

• Press - onthe rxirber pad cr right-click on the tirre scale to tog^ethrou^ all scales in a 
ciacreasirig order of ccrrpressidri In this rotation 8xfblld>AS real time. 

N3IE: Time corrpression is not available in MJtiplayer rrissions. 

NAVIGATION STATION 


Each rrissi(Dn begins at the Navigatidn Station, sdm^rres called sirrply Nav The Navigation 
Station donsists cf three areas: the 2D Map, the Cata Dsplay Indicator and the 3D View. If you so 
choose you can play rruch cf the garre from Nav as dJescri bed later in this sectiorr It is from here 
that you view all contacts you ha\o marked cr desigeted with yocr sensors and set the 
dassification fcr the contacts you classified in the Narrcwbarxl Sonar, cr Peri scdpe^Staci mater 





2D MAP 

The 2D Map represents the 600 by 600 (n.m) battJe space Natali of the battle space is visible 
Ycu mjst scroll Lp or down to view the hidden portions. Be av\are that some contacts axJd be 
hidden behind the 3D wirdow. 

• Lbe the arrcvv to scroll the trap inthedrection iixicated bythe arrow. 

• Press |1C0NTR0L| and dick a map location to zoom in on that spot 

• Press EQNTR0L| arxi ri^Tt- click the rrap to zoom out 

• Press then select C^oris from the System Merxt 

The lovso" Idt comer of the map prcMdes the following information: 

■ L^titijcieafxlljar9tijcies A: the location of the CLfSor. 

■ DepdVI-fei^* Dspla^ the depth of the v\eter or the altitude of the land at the location of the 
CLfSor 

■ l^ngescales In raudcal rriles and vards. 

■ IceCoweia ci Es A a peroenbage when ice is present at that trap location. 

MAP MENU 

Right-dicking onthe2D Map surface dsplays the Map menu The Map rrenu cxntains a \aridy of 
tools that allow yxj to CLEtorrizeyoLr rrap interface by add ng markers and labels and filtering 
which syrrtads, text or other map aids dsplay there. The Map menu items are described below, 
ntters: Lbe filters to tog^e the dsplay of specific map objects. 

ALLIANCES 

Hdeltreats: Hde'shcw all contacts designated Threat 
Hde^liecb: Hd^showdl contacts designated Allied, 
hide NEUtrals: Hde'showall contacts designated Neutral, 
hide UiknawrE: Hde^shcw all contacts designated Uhkrncvvrn. 

NC3IE: If Show Truth is CN and contacts you expect to see do not appear on the Nav rrap check to 
seeif you ha\^ inacKertendy turned off the dsplay of one of the alliarces. 
hide^Showla^ Dsplay or hides the names of all platforms and weapons next to the appropriate 
syrrbd. The name that d splays is yocr dassification for that contact, which may or may not be 
correct 

hfda^ShowlraclG: Hdes or dsplays the alphanunneric contact \Cb. 

hfde^Show Hdes or dsplays all rrarkeis you ha\^ placed on the rrap. 

hfde^ Show Area Grdes: Hdes or dsplays anyAea Qrdes you have placed on the map. 

hfde^Show Lines: Hdes or dsplays any lines you fnave placed on the rrap. 

hfde^Show Labels: Hdes or dsplays any labels you ha\/e placed on the rrapi 

LAYERS 

Show Link Data: Dsplays the locations of all ffiendy platforrrs whether you ha\^ detected them or 
not This iinforrration is prcMded byxarioLS linkcmnections with satellites and other ships on 
Ownside Since this data is provided on atirredelay, the locations rray rxt be exact but they are 
the locations with a high level of cxnfidence These ccntacts have L desigTaticns. L contacts 
appear on the rrap but are net selectable inTMAor Rre COrtrol. Select this option again to tun off 
the dsplay of Link data. 


NC3IE: Some land-based Lconbacts are visibe^^n if tfis option is turned off. These larxl sities 
were desigTabed as 'aubametically debectabe' when the rrission was creabed. 
Hdo^ShawrlhJtx D splays the cerrecb location and identity of all platfbrrrB and objects in the 
garre See Main Merx*^CptiorVGaiTe'ShCAA/ Truth on p. 29. 

Drawing bods 

Add rubric Select this option then click the rrap to place a rrerker IZtoLJde-clickthe rrarkertoacld 
a label to the rrarker. 

Sub Command TIP: You can also press e while your cursor is over the 2D Map to 
place a marker at the location of the cursor. 

Add Area Qrde: Select this option, dick the rrap to place the center of the circle then ctag the 
CLisortDddinethe radus of thecirde Qick again when the cirde is the desired si^ DoLide- 
dicking on the center of the cirde displays a dalog allowing you to change the rad us of the cirde 
ard create a label. Qickthe dgits to increrrertthexolue. Right-click to decrease the \^ue 

• Ibdelde an area cirde dick the center pdntof thedrde and press [PlD . 

Add l^nge Cirde: Range drdes can be added to Owrship ard ariy platform syrrbol. Select this 
option then position the cursor Over OAOship or the desired contact The cirsor changes shape 
when it is oer a \^id cxntact Qick the contact ard (dag the cirde to the desired size Qick again 
to place the cirde 

• lb (delete a range drde right-click the platform to dsplay the Cbrtact menu then select teroo 
RangeQrde 

NAV MAP CONTACTS 

\Ahen each contact is ctesigiated or rrarked it is gi\on an alpharxireric ccntac± IDthat is Lsed on 
the Nav rrBp,TMAstatiaT, RreGontrol and other stations in the garre 
The first letter of the ccntact ID repeserts the sojrce of the (data: 

S for Sonar (passive active ULN/) 

R for Radar 
V for visual/periscope 
E forESM 

M for contacts merged inTMA 
L for Link 

• Qick a contact syrrbol to select the ccntact. 

A contact first appears on the Nav map as a syrrbol at the end CDf a LCB. The defaJt length CDf the 
LCB (deperds cn which senso" hes (detected it The syrrbol in use is usual ly the syrrbcDl for 
Uhknown (platformtypeVUhkrcwn (alliance). See Gcrtact Syrrhols beloA/. The contacts ID ncirber 
aozorpanies the syrrbol. The cchor ard (ddaJt lengths for lines of bearing are shown here 
rtE^ iveScrBrccrfactsiWite Bluecr Rjple LCB 10 n.m Icng 
Active Scror cortacts: Qeen LCB at the range reported by the sensor 
ESMccrtacts: F^d LCB 20 n.m Icrg 
\AsLEi ccrAacts: Red LCB 10 n.m long 

tecbrcortactsi'rdlow LCB atthe range reported bythesenscr: 

LXV passive scxiar ccrtacts: Write LCB 10 nm from the ULK/ 

ULVactivescrBrcGrriacts: Qeen LCB at the rargefram the ULN/ reported bythesenscDr 


IsnE: Merged contacts and link contacts ha\/e no LCBs. 

A contact with a TMA solution appears on the map as a symbol at the location desigiated by the 
TMA solution ycu has/e entered. The line of bearing disappears. 

The syrrbcDl for a contact changes shape once it is dassified. Qassification is the process of 
deterrririing thedass cf a cxritact and its alliance. It is inTortarntto krK>A/thatthecortac± is 
hostile b^bre latnching weapons. 

Ycu assign a classification to a ccxTlact from the Contact menu's Qassify Gentact option using 
irTforrraticDn >ou collect from narrcwbarxl scnar, E5M or the stacimeter. These stations are cc^ered 
indvidually later in this chapter. (For iriforrnaticDn on the Contact menu options see Ship 
Stations^INbvigation StatiorYGontact Menu on p. 45.) 

\Ahen the game begns crJyyciLr OwTshipsyrriol is visible on the rrap.Tburrust use ^OLTseriscxs 
(usually scnar) to detect contacts, then create TMA solutions for them The symbol for 
Uhkrxjwr/Uhkrcwn is used for a contact Lntil it has been dassified. 

See Ship's Stations/'Scnar Stations on p: 58 for irfcmaticDn on contact detiaction. Ship's 
StationsHarget Motion Analysis (TIW^ Nation on p 96 prcMdes iriforrnaticxn on tnow to create a 
TMA solution. 

NC3IE: If you have selected IStMCte setting et install or intheCptions rrenu yocr e><periericte rray be 
dfferert Blue linkcmtacts rray appear ardyoLrAloCtew rrarks cxntacts and perfbrrrBTMA 
assessnTBts for you so corntactsotha" than Owrshiprrey appear cm the Navrrap 

CONTACT SYMBOLS 

COr tacts are dsplayed on the 2D Map as syrrbds. These syrrbds use shape and cdcr to cortey a 
platforrrfs type and its alliance 

Colors 

SciD Gorrrrand uses the fdIcwingcxDlors to denote side alliances. 


CCLCR: 

AXIASCE: 

Blue 

Ownsi ddFri endy 

Grange 

Alied 

Fted 

hbstile 

Yellow 

Uhkrown 

Qoen 

Neutral 


\Ahen a platform is destroyed, its syrrbd turrs a shade of gray depend ng on its alliance 
Destroyed platfomns belonging to Ownside appear as a light shade of gay while all other destroyed 
platforrrB dsplay as a dark shade of gay The ablity to seethe syrrbds of destroyed platfonrs is 
on byddadt Dead platforrrB appear on the 2D Map whether you have detected them or not You 
cantcmCFF this featcre on the Cptions>Game page by deselecting the See Dead Flatforms 
option. 

Alliances 

SciD Gbrrrrarnd uses thefdicwing definitions when assigning alliances to contacts in rrissions. 
nVBsOY contacts that are either OAnside or frierxJy to Ownside A lies are 

desigTated Friendy 

hiLbiiLE Al platforrrB, weapons, arxl larxi-based sites identified as belongng to 

coLTitries hostile to Ownside 

Anycortact rotyet idertified as Friendy, hbstile Neutral or a Bidogic. 

Al platforrrB allied with neither Friendy or hbstile sides. 


UMSOAN 

ISEUmAL 


The Symbols 

The shape of a synix)! prcMdes irrportant irfbrrration concerning the contact's ty^De. Some ships, 
siixTBrines, airplanes and rrissiles has/e a dfrerert syrrbol shape depending on its alliance Some 
syrrbols are the sarre shape regardess of alliance In those cases, you must rely on the odor of 
thesyrrbd todeberrhriethealliariceof theaxtact See Colors abo^e 


SYIVBCL 

CQEcr 

SYI^«L 

CQBcr 


OAOship 

o 

Surface Ship Neutral 

❖ 

UhkrK>AflYUhl<ax>An 
(Neither platform type nor 
its alliance is kncwvn) 


Missile OAOside' Frierdy 


SLixTBrine OMisidQ'Friercly 


Missile Hostile Unknown 

N/ 

SLixTBiine l-bstile 


Torpedo 

LJ 

SLixTBiine; Uhkrcvvn 


Ffelicopter 

•u* 

SLixTBiine; Neutral 


Mine 

/r\ 

Arcraft, CVvnside' Friendly 

X 

Lard- based Cbject 

ys. 

Arcraft, Hostile 

A 

Downed PNot 

i—i 

Arctaft, Uhkrcvvn 

J3 

Explosion 

iHi 

Arcraft IMautral 

€) 

SBA_Team 

G 

Scribe Ship, 


ULN/(UhiTai-nad 


CXAnside'Friendv 


LhrderwatEr \^de) 

O 

Scribe Ship, Hostile 


CSR^ (Deep SLiornergerce 
Rescue \fehide) 

□ 

Scribe Ship, Uhkrcvvn 

a 

Bidogic 


m 



CONTACT MENU 

C>x:e a contact appears on the trap, select it by clicking on its syrrhol. Ri^Tt-diddng on a contact 
display the COntac± rrenu. Frcxnthis menu you can assign a classification to the contact as v\^l 
as attack it or find information about it as described belcwv. 

Engage With: 

UteX Select a tube and its currently loaded weapon to fire at this contact (If you v\OTt to change 
a v\oapon loaded in a tube you nTJSt visit the R re Gortrol Nation.) The firing solution curentiy 
entered for this contact inTMAis used to target the v\eapon. Be av\oe that yocr solution is rarely 
acxxrate early in the tracking process. If no TMA solution has yet been entered, the weapcn fires 
dcwn the line of bearing using the default presets for the selected weapcn 
ISDIE: An UhkrowrVUhkrown contact does rxt ha\e an Bigage Wth option in its Qntact menu. 

Uhtil you desigiate the cortact as surface cr siiDsurface the game doesn't krow which type 
of vteapons to place in the Engage V\ith rrenu. 

D^oyS|3edal Forces: This rrenu only appears in the Engage Wth rrenu cf surface ships ard land 
buildings ard only under these conditions: 

■ QAAdip has Special Forces afcioard. 

■ CXAnship is traveling at periscope depth or less ard at 3 kts or less. 

For more irrfbrrration see Special Cperations ard Procedures /Deploying ard l^ccAering Special 
Forces on p 148. 

tesignabel^sa^yMIiancjeE If yxj are relatively sure of this cortact's pi atform type cr alii arcevou can 
assign it here without specifying a ship dass. The contact's rrap syrrtaol changes shape ard colcr 
according to your selecticns. BDview displays a wire- ffarrerrodel cf ageneric ship, plane or 
suirrarine bounded by a colored box derxting the alliance type See Ship 9ations/NaMgation 
Staticr/Gritact Syrrtacjls/Gdors on p 43. A bar representing l^el of ccnfidence is also visible in 
3D >txj can also assign a l^el erf ccrficienceffcrn this menu option. 

NOIE: This menu opticn does not display if Show Truth is cn. See Main Meriycpticrv'GarrTe'Show 
Truth cn p 29.) 

Platfcrm Types Assign a platform type to the ccntact Surface, Suimarine, Air, Biologic cr Uhkrown 
Theccntact's syrrtaol changes shape to that of the designated platform type 

Alliances Assign an alliance to the contact; Ffienciy h-bstile Neutral cr Uhkrncvvrn. The ccrtacts syrrhc)l 
changes cdor to tfat of the designated alliance See Qntact Syrrbds /QdIots cn p 43. 

CcrrfidenceE Assign a \&j^ denoting how confident you are in the accuracy of your dassificaticn. 
Select Low, Medumor Hgh 

Oassify Gorltact: Selecting this opticn display the aassificaticn Dalog. This opticn does rot 
display if Show Truth is on. See Main Meriu/CpticDrVG&tnna'Show Truth on p. 29. 

Once you ha\^ a goed idea erf a contad's dass use the aassificaticn Dalog to assign that 
dassificaticn to the ccntact ard designate a \&j^ cf ccnfidence in your assessment 
1 . From the dass list select the desired class name To narrew your search, use the Sort ^fype 
ciopcdwntDelirTirnsteall platform types but the type for which you want to search: 

SLirrarines, Surface ships. Aircraft cr Biologcs. (If you ha\e classified a ccntact in Narrowbard 
Senar, the dass namethatvtes visible on the screen when you Idt that staticn is highlighted in 
the dassificaticn window when you select a contacl cn the Nav trap) 

Z Qick the desired dass name to assign that dass name to the contact Inforrraticn ard a photo 
erf the selected dass appear cn the right side of the dalog bcjx. 



3b Qick LCW MEDor HOHtD indcabe volt le^el of aDnfidenc^ in this dassification The 
dassification name and yoLr 1^^ of confidence appear in the DD when^^ the contact is 
selected on the map. 

4 /^ign an Chance to the contact aick/^JJJBD,Tl-RE^ NEtni^^ (O U\I<T\IQA4\L 

S Qick CKto accept the dassific^cn Q ickCftlSCH- to retLin to the game and negate >OLr changes. 

6L \Aiien yxj dickCK yxr dassification is applied and the contact's syrrbol appears as that cjf the 
specified platforrntvpe. 

7. \Ahen you dick a dassified contact inthe INfevmap, a 3D model CDf that platfbrmdass appears in the 
BDviOA/. The 3DviOA/ displays vNiiat^/er dass you ha\>e assigTed, whether you are correct or not! 

Cbnlact ID for ccrtact being 
dassified 


Irfcrrration on dass seiected in 
Qass List (if a^/eilabe) 


Ftoto of dass sel e cte d in 
Qass List 

Cesi giabe I i ance 


ShowHstery: Dsplays a dot trail cDn the trap irdcating the ircAorrerTtcjf this contac± as you ha\e 
tracked it with yoir senscrs. 

H «jUiu ii n RrfE n E n ces Dsplays the U5M F^ererceertry for the selected cortac± as dassified byr 
you. If you dassifythecontacOas a Kirov, the ertiy for Kircv appears, ^^n if the contac± is really^ a 
crtise ship If you ha\e net dassified a cortacX no irifctTraticri appears. 

INDIE: LBM dafta prcMdes irTforrraticDn on rrilitary ships and aircraft No irfcmeticjn is available cn 
bJIcings, civilian aircraft: arxl sailing vessels. 

Spec Ops 

D^oyCGR^This menu option only^ appears on a SLiorarine's Gontact menu and CDnly^ if these 
conditions are md: 

■ TTe eSF^is IcDacded cor OAATship 

■ eXAATship is rrcvirig at 3 kts cr less ard is atcr belc>A/ perisccDpedtepth. 

V\iTen this dpticDn is selected the DSF^ latncdies arxl proceecte to the selected SLixrarine Be aware 
that the eSF^ will atterrpt to rrale with whichever slId you ha\e selected whether cr not this is the 
SLiD you have been tasked to rescue Make sue you are not trying to rescue a hostile siio. 
Rermuel^ngeGrcies If a rangecirde has been added to the cortact's syrrbol, this caption 
becerres a\eilable Select this cDpticDntorerrcAetherarigedrde 

OWNSHIP MENU 

F^ght-dicking on the OMTship syrrbcDl dsplays a sd: of opticre specific to Ownship 
nrelUses This optierr only appears here (ard on the Qders merxj) when you hB\e assigned a 
target to a tLite arxl cidirned presets for the weapen from the R re COrtnol Statierr cr if there is a 



ULV leaded in a tLfce. V\iTen this option appears, a secxrd 1^^ menu is available that lists any 
tLfce that has a v\^pon assigned ard cf splays the assigned target 

Ute (ISLartier): OAfeapen) darget): Select the desii^ tLine inLirtaertn fire that tiine's v\eapon atthe 
target ID shown. 

Navigate 

SetVN^DcjrAs: Select this opti on to add waypoints to Qwnship on the Nav map Wth each click a 
new waypoint is added. Press IIEN^I or ri^nt-dick to corrplete the process. 

FlacirngOwrnshipwaypoirts autorretically actixates yojr Ajto-h-yrrBrran. hfetbllcwNSthewaypoints 
Ltntil you order a change in oxise See Hayirgfirrnthe Nav93tioryOwrnship\Afeypoirnts on p 50. 

• DoLide-dick a waypoint to specify a specific lert/lorng. 

Change CoLi'ses Select this option then dick the Nav map to order a coLise inthatdrection. 
set Depthe See the Ship StationsH^k Bar/Oders Menu on p. 36 for a full description of these 
options. 

QwigeSpeect Seethe Ship Stations/T^k Bar/Oders Menu on p 36fbr afiJI description of these 
options. 

MdfcJs andy>rtEnnB5: Ownship's masts and antennas can be raised ard Icwvo^ Lsing this rrenu's 
options. For a full description of these options see Ship ^ations/T^k Bar/Oders Menu on p 36. 
ShowHstery: Select this option to dsplay rro^ment history for Ownship. Adot is placed ^^ry 
tvwo rrinutes shewirg the location of the platforrn at that poirt in time. 

Ptatfarm RrfEiaices Dsplays the U5M R^erence for OAffTshp. 

Rerrouel^ngeGrdes Only appears if a range cirde has been added to Ownship's syrrbol. Select 
this option to remc^e the range cirde. 

Hda^ShowAA^ypeirts: Only appears if you have added waypoirts to Owrship 

Rerroue XA^^Dciris: Only appears if you ha\e added waypoints to Ownship Select this option to 

rem>e waypoints. 

Restme XA^^Dcirt: Fdlow: Only appears if you have added waypoirTts to OwrBhip ard heve ordered 
Ownship to a different coLise (i.e, Ownship is tnet CLtrentiyfdlcwirgthe waypoirts on its own.) 
Select this option to retLin Ownship to the assigned waypoints. See Playing from the Nav 
StatiorYOwrishipXAifeiypoirits on p 50. 

DATA DISPLAY INDICATOR (DDI) 

The Cata Dsplay Indcator (DCI) prcMdes irTfonration about a selected cxDntact \Ahen you enter the 
game orJy the (Dwriship syrrbol is visibeonthe2DMap If you select the (Dwrehip symbol, 
irforrration relative to Ownship appears in the Beta Dsplayarea inthe Lpper Idt comer of the 
Nav 

\Ahen you or yoLrTMAAjto Qewrran have entered a solution for a contact, the solution fields 
certain date when that ODTitact's syrrbol is seleded The solution section corteins the CLirent firing 
sdution that is used when targeting the selected contact This is set when you enter a solution 
from the TMA station. (See Ship 3ationsnargd: Motion Analyses (TM/^ Station on p 96.) 

Bear in rdrdthatthe irTforrrBtion inthe DD is only as acetrate as you" dassification ard TMA 

sdution. It represents you" curent 'best guess' about the selected certect 

\Ahen a contact is selected cm the 2D Nav trap the fdlcDwirng information is available: 

Gcrtacb Dsplays the contact ID nurber SOI, ROl, EOl, VOl ete. 

Aliances Dsplays presured alliance: Friendy, Hcstil^ Neutral as designated byyou. 


PlatfamT Dsplays the prestmed platform type: Scrfac^ SLfcrrarine Air or Biologc as desigTated 
by >oj or yxr Sonar Ajto Qevvrrari. 

Class: Dsplays the class as desigiated byyou oryDcr Sorer AjtjoCrevvrrBiT 

CcrtfidenGeE Dsplays the cunent 1^^ of confidence in the classification as desigTabed by you or 

yOLT auto crsAffran. D^^ts to LOAI 

SdiJiorcThe irTforrretion i n the three rcwvs of the solution section represents the last solution 
ertered inTl^station by you or yoLrTMAAjtDQevvrrarL These fields are bank until a solution 
has been entered inTMA 

Dcp ii ncy Dsplays the bearirig tothecxritacf as designated in the TMA Solution. 

I^nge: Dsplays the curent estirrate of the range to the contact 
Gou'ses Dsplays the estimated coLise of the contact 
5Sp m r t Dsplays the estimated speed of the contact 

DcEMing Bren The asorage of the bearing error that is displayed in the TMA dot slack 
DcEM i ng l^bes Bepesents the change in bearing of the contact ch/er time A high bearing rate coUd 
indcate that the ccrtact is dose The contact could also be farther away but mcMng \ory rapidy. 
An Lor R (for 1^ and right) precedes the bearing rate nuniner If lookirig downthe litneof beariing, 
an L rrearTS that the ODTitact is mcMngtothe 1^ Rrreans that it is mcMtng to the right 
Ages The arroLint of tirrethat has passed since you last L 4 xlated the firing solution. 

Souce(s): Dsplays sensor irput for this contact 
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fsnE: Wnen Shew Truth is on, the CQ dsplays the selected contact's actual name class, ccxrse 
speed and percentage damage 


3D VIEW 

3D view is on byddaJt in the small retractabe wirdew in the gnper ri^nt of the Navigation 
Station. The pcsition cf the 3DMew and the 2D Map can be switched to provide a larger 3D view. 

• Press |1C0NTR0L| 4-(1 m| to swap the pcsition cf the 2D Map and the 3D view. 

• Cr click the swap windew button next to the Lp arrow in the ipper ri^nt exmer cf the Navigation 
Station. 


3D VIEW CONTROLS 

Lfee these k^s to ac|ust the 3D view. 



• Qickthe 3D rradel arxi(±agttTetTcxjsetDralBtethean^eofvoLr\/iew. 

• Press |1C0NTR0L| and left-dickand <±ag cr use the rrouse wheel tD^xmin and out 

• Press IlSHIFTII + left-dick and ctagidt or ri^Tt to pan. 

• Press |l control] +[G1 to zoom in on the selected object or last camera position if nothing is 
selected on the 2D Map: 

• Press |[^NTROL|| + [SI: to zoom out on the selected object or last carrera position if nothira is 
selected in the 2D Map. 

• Press EpNTROLI to bring thecarrera abcA^theobject g\/ing yxj a bird's e^ view. 

• Press EONTROLII +[E): to bririg the carrera crder the object givirtg >oj a viOA/ of the botbomof 
the object 

. Pr^ [ICONTROU +|0] : to mcA^ the carrera cocnterdockwise arocrd the object 

• Press EpNTROLI -4-0: to rrcK^ the carrera dockwisearoLrd the object 

DISABLING AND HIDING 3D 

As mentioned previously, the puists may prder to disade 3D crrrpletely This is done on the 
Cpticns>3D page. Ycu can also hide 3D from within the garre without disabling it axrplebely 

• Press |l control ] +0 to hide the small wirdow. Since 2D and 3D can be swapped, whichever 
\A&N is in the srrBlI wirdcw is hidden. 

• Cr click the Lparrcwv in the LfDper right of the Navigation Nation to hide the small window. The 
arrcw changes to a down anew. 

• Qickthe small dcwnarrxDwtocisplaythesrrall window again 

tererrberthat LTitil a cortact is dassified, dicking on its syrbd d splays a transparent biiDble 
floating on the water in the 3D view. Uhtil a specific classification has been assigied to a contact 
ro specific 3D model can be displaced If >oj has^desigTated a type and alliance to a contact 
usirgtheGortact rreriu's DesigTatelype'^liarceopticn, a generic model cf the platform type is 
seen in the 3D\/lew when yxj select the cxntact Box comers cf the cnlorrepreserting the 
assigned alliance SLiroLnd the model. 

Abar indcating 1©^ of confidence is also present in the 3D view. C3©en indcates lew cxnfi dene© 
yellcw indcates medLrnl©^ cf confidence and red indcates high ccnfidence in 
dassification cf the selected rrodel. 

tererrber, cnless the Show Truth cheat is on, the I exteti cn cf the 3D cbjectcciircides with the 
Icxtetion cf yourTMAscDlution and is crily as accLrateas yDcrTMAassesstrerTt! See Main 
MenLycpti<DrTG/G^r^ShowTruth can p. 29. 
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PLAYING FROM THE NAV STATION 

\Aith VOLT Ajto Cfew actix^ted, it is pcssibetD play rruch cf thegarrefrcrnthe Navigation Station. 
Lfeing a corrbination of voice corrrrands, and the Oders, Contact and OArship menus yxj can 
navigate track, dassily and attack enerry ships, laLnch Special Forc^, and read your message 
traffic. You still need to go to the Periscope Station to see the outside xAorid or ODnduc± an BM 
search. Ycu rrust go to the Rre Qntrol Nation if you want to reload a tcte, enter specific weapon 
presets or wire guide a torpedo 

ATTACKING SEA TARGETS FROM NAV 

Id select a sea contact a contact syrrtol rrust be present on the Nav rrapi VJhen CM, yxr Sonar 
Ajto Qewrran marks and dassifies contacts. TheTMAAjto Qcw creates a firing solution tor 
contacts within range of ycur SLiorrarine 

TO LAUNCH WEAPONS AGAINST SURFACE AND SUBMARINE TARGETS 
Using the Contact menu: 

1 . Right-click the c(oritactsvrrbc)l to cisplay the Gertact rreriu. 

Z Select BTgageV\ith and specific tLte riurrber The riarne cf the v\eapon loaded inthetJoe 
appears after the ttioe rxirber. 

■ If the RtcGortrol AjtoCrewiran is CN, presets are ertered for the vveapcn based cn the firirg 
solution infbrrration and the platform dassificaticn. 

■ If the RtcGortrol AJtoCre^Aman is rKd: CXsl NA^pOTB fired from the Nav 9aticDn Lse the d^ault 
v\eapon settings. 

■ The ErgageWth rneriu dcos rKOappearfor UhkrxAAr/Uhkncwn ccxTtacts cisplayirig a lirtecjf 
bearing. For ca tacts with a LCB ard a dassification, the Engage \Aith menu displays weapons 
appropriate for the type cf platform specified. 

Using Orders or Ownship Menu: 

nrelUses If you haveassigied a targetto a tLioeffomthe RreGentrol Station, this menu option is 
axolable on these two menus. 

• Select the desired ttiDe to fire the vNoapon. 

NC3IE: An UhkrtDwr/Uhkrxwn contact does ret ha\e an Bgage Wth option in its Contact menu. 

Uhtil you oiesigTate the contact as sorface or subsorface the garre doesn't know which type 
of xAoapons to place in the Engage V\ith menu. 

LAUNCHING LAND ATTACK MISSILES FROM NAV 

Lard contacts with an L cfesigTation can be targeted from the Nav vvith a lard attack rrissile 
1 . Right-click the lard contact to oisplay the Gortactrneriu. 

Z Select BTgageV\ith. Cniy Lard Alack Missiles are a\ai lade from the menu If ro Lard Alack 
Missiles are Icaoled in ariy of yoortLioes there vvill not bean Engage V\4th option. 

3b Selecttheolesired tLlDe The weapon lacnch sequence is initiated ard camot be stopped 

OWNSHIP WAYPOINTS 

\Aiiether you play the garre from the Navigation Station or spend yocr time in Sonar ardTMA it is 
nice to gx^yoLT helrrstran some starcirTg orders ard let him steer the ship. Placing v\aypoints on 
the map autometically activates the Ajto FdrrBrrBrL See Ship's Stations/Ajto crewmen on p. 146 
for inforrraticn on hew to utilize this crewrran. 



Place waypoints tfrou^ a tricky strait aroLnd islarxte or settherntotakeyxj tr>Aorl a specific 
destination. 

To place a waypoint on the map: 

1 . Press BNH or select A±i\A6ypoitTtfirrn the OwTBhiprTEnu. 

Z Qickthe rrapto placea waypoinL 

3b GcritiriLje to click the trap until the desired v\aypoints ha\^ been placed 
4b Right-click the map or press to step the process. 

To add a single waypoint: 

1. QicktheOwrBhipsyrrbol. 

Z Press [1 control ] -i_ [IJNSJ| then dick the map 

■ If rxjother \Afiypoirts e>dst; a sirigle\AQypoirt: is placedfnomOwrBhip. 

■ If other waypoints already exist the additional v\aypoirt is added after the last existing 
v\aypoint 

Some Restrictions 

■ \Aifeiypoirtscarrxtbeacfcled(DrrrDwedc>erlarxJorwatert]ooshallcwf(DrasLiDrrarirTe 

■ \Aifeiypoirtscarnotbeacfcled(Drrrt>«edinsucha v\ayasthecirectpathtothepr^C)usorrie><t 
v\aypoint crosses larxi cr wertertxx)shallcwf(Dr a SLiDrrarirTe 

VOICE COMMANDS 

Thercareavariely cf xAacedxrrrrards available duing gameplay if you installed the speech 
recogition softv\oe when you installed Scio Cbrrmard. Mace ccarmards beha\^ sirrilarly to their 
keyboard cocnberparts and can only be used where a keyboard corrmard is appropriate (eg., th^ 
are igxxed when dialogs are visibe). Nbice ccrrmards are only recogoized duing garreplay but 
not on the Cptions menu when accessed dcring garreplay 

Ycu can train yocr speech engine by visiting the speech control panel accessed via the Speech 
icon intheWndows 98, \A4ndcv\s 2000, orV\indOAS ME control panel. You can also irrprcA^the 
accLiacyof the speech engine by acfusting the accLiacy vs. performarK:^ slider in the speech 
control panel. 

ISDIE: The speech reccgiticDn software is not ccrrpatibe with Wrdows 95. If you att3errpt to install 
the game on a Wrdows 95 platform the opticn to install the speech recogition software is 
rot seen. 

NOfE: The doccrrert \bice Cbrrrrards.cloc resicles (Dnthe StdCOrTTrard CDard cortairis a list cf 
voice comrards recognized by the game 

To utilize voice commands In the game: 

1 . Select CpticTB^^OLTd. 

Z Uhder the Speech heading select Enabed ard, if desired, /^wa^ Ch. /^ways Cn is only availabe 
when Bnabed is checked. 

ISDIE: Both cptions are grayed if you do not ha\e a speech engine installed. 

When Enabled only Is selected on the Optlons>Sound page: 

• Press ard hold the speech k^wble issting a \alid vace ccxrrrards. By defabt the speech key 

is SmCSAR 

■ Wien the designated speech key is pressed duing garreplay, \oice recogiition is listening and 
the speech engne interprets anything you say. Wien this key is released, \oice redogiticn is 
not listening and it igiores anything you say. 


When Always On is selected on the Options>Sound page: 

• Issue a \^lid voice corrrrand as desired at any point duing garreplay 

■ V\ihen the/^ways Cn option is checked, the desigetoed speech is igxied and the speech 

engine is aivvays listening to what you say. 

SHIP CONTROL 



Ship control isthehLiDofoperatiorBonasLixTBrire. From here the Captain and the Officer of the 
Deck (^ersee all the ship's mc^errEnts and activities. In Sub Garrrrand the ship's speed, ccxrse 
and depth can be altered from the lask Bar or by using voice or menu ccrrrrBnds. Because cf 
these options, you need only visit ShipOartrol tor specific ^oluticjre that are perfonred 
irfrecjuendy. 

SHIP CONTROL TASKS 

Each SLiD's Ship Gantrol Station is cx>ored separately later in this section. The train tasks and 
rraneuvers conducted from the SNp control Station are described here. 

a i cpm or netri^/e the towed array: The rrost corrmon task performed in Ship Control is to stream 
the tCAAOd array, one of yocr stio's rrost irrportart; sortar serBcrs. From here you can depicythe 
selected array corrpl^jely or partially, and retri©LO the array if you anticipate rratTeu'^ers that ccxid 
cut it or cause it to (±ag on the bottom Backing Lp cuts the tewed array 

Sub Command Tip: When you start a mission check to see If the array Is deployed. 
If It Is not, streaming the array should be the first thing you do. The mission 
designer determines if the array is already streamed when the mission starts. 

BTErgency SulaGetheSHpe From Shi pCOrtiol you can also qcicklysurf^e your ship in an 
emergency situation. Cuing a procedue called an Emergency Main Ballast Tank Blew, or sirrply 
Bnergercy Blew, hi^>pressue air is bewn into the ballast tanks causing the sbp to quckly rise 
to the suface Hew quckly you ascend depends on the arrourt of air availabe in you* air banks. 
QwgetheAirBanlG: Hgh-pressueair is needed to launch weapons and to sulace the ship in an 
emergency. Keep a close on the amount of air in you* bgh-pressue air banks. Each v\oapon 
launched depletes you sipply of high- pressue air. A efnarge of at least 50% is requred to 
successfUly launch woapons from you torpedo tLines. An Bmergency Blew procedue can 
corrpletely (±ain the banks resulting in the inablity to launch v\oapons or emergency suface 
again. 

NC3IE: You can increase the high-pressure charge by only 10 percent while siitonerged. 

Vferitilalion: lb fully charge you fni^>pressue air banks you rrust be at periscope depth and 
\ortilating. 

ODer^acse NCn'CNtin Ballast lark) VMs: If you ae on the suface; opening the MBT \orts floods 
the tanks with water and alloAS the ship to dve. These \orts rrust be closed after dving so air 
can be purped back into the tanks allowing the sfnip to suf^e again. Wnen you are sebmerged 
these vents shod d reman dosed. You crew autorratically opens and doses the MEfT \onts when 
you order the ship to dve or suface As Captain, you don't need to operate the MBT vent rrarxelly, 
unless you want to. 



QwigeGoLi^ Speed and DE|3ttie In ShipGbntml yxj can viewthe cxrjered as vvell as the actual 
COLTER speed and depth. Ycxj can also change coLrse and speed with a sin^e dick LEing the 
CbLTse Indicator and the Bngne Oderl^eg^ph. 

The Stem Bow and RjddET Indicators denote the positions of the respective control surfaces of the 
ship, ^ro represents a neutral settingfbr the bow/stem planes arxl the rudder \Ahileyxr 
hfelrrBrrBn autorretically cortrols all control SLrfaces when^^ >ou order a depth or coLrse 
change you can, if vou like, rrarxjally seta rudder an^e to change oxrse The ship will continue 
to tur» in the designated cirection Lntil yxj dick ^ro on the Rudder Incicator or order a n&A/ 
coLTse using the Qxrse Incicator or the Gorrse shortcut 

The Seawolfs trimdisplay indudes its Uhder Ice Dsplay 688(l)'s Ship Control contains its Hgh 
Freciuency Sonar d splay ^1 three Ship control Stations are described separately belcw. 


SEAWOLF: SHIP CONTROL STATION 


The Seawolfs ShipGortrol Nation is dvided into two hal\es. The Idt half of the station prcA/ides 
rrostiy irrfbrrration. Cniy the COcrse Indcator ard the Rudder Indcator allcw for user interaction. 
The right side cortains theTrimand Ice Dsplay, the Engine QderTdegaph and the controls for 
the towed array and several ships^sterrs. 



Trim and Ice Display 


Errergaxy Sew, N/fertilaticn and 
Bow Flare Cbrtrds 
MBTVferts and PtesstreAr 
Charge Controls 
Tewed Aray Controls 
Crderedhteacing, Speed, C^Dth 

Engne Qda'lelegaph 


Actual Qxrse Speed, C^Dth 
andSoindng 


H0>F*rssLre Ar Charge Lb^I 


Qxrse Irdcator 


f^udds" Indcator 


Seawdfs ShipGoTTtrol StaticDn errplc3ys thefdlcDwirtg ccxTs^riticDrB. 

■ A goen outline (or neede) and a finger cerser ind cate that user input is pcssible in that 
Icxalion. 

■ ButtontE&<tirdcates what happerB when yxjrtext dick the buttrri Button te^tchariges to 
facilitate this featire. The cniy e>«eptic)n is the Emergency Blow buUrxi. That button text is 
geen when a blow is in progress and exange when it is Cff. The text does net change 

■ An ctarigecxjdirTearoLnd a bcixorfeature irtdeates ro user irput is pcssibeThetwo 
exceptions to this are the Rudder and Goerse Indcabors. 

■ Qange text on a button indcates that sbp system is Cffcr dosed. 

■ Qeen text irdcates that the system is CN or fijnctioriirig 

■ In the Engine Oder Tdegaph the selected button is geen. 

Seawolfs Sbp Gortiol Station featcres are described bridly belcDw. For more detailed infbrrration 

abext the use cjf these features and tasks perfDrrredattheSbpGDrtiol Station see Ship 

Stations^Ship Gonbol/Sbp Gonbol Tasks on p 52. 

Odered Depth: Dsplays the last ordered depth 


Odered I trici ng Dsplays the last ordered headng. 

Odered 5^p nn rt Dsplays the last ordered speed. 

the Bi^ne Oder l^e^aphe aick the desired Ixjtbori to order engi re speed. Engire speeds 
translate to ship speeds as defined in ShipStationsnask Bar/Oders Menu on p. 36.. Flank 
(iTBxirrLrr1> speed for the Seawolf is 35 kts. Place the cltsot a bLiton tod splay the erigi re 

speed that button sets. 

I taxi ng Dsplays the stio's actual headng. 

5Sp m r t Dsplays the SLiD's ac±ual speed. 

hf^vn^ssueAr Bark: Dsplays the CLirent charge 1^^ in the high presstre air banks. 

Dapttx Dsplays the siio's actual depth 

Souxin^ D splays the depth cf the water LTderyoLT hull. 

CoLTse Incfcaten The orange neede indcates the ordered cocrse The green neede irtdcates the 
CLirent coLise 

• aick the desired bearing on the dal to order a new coLise headng. 

StETTYRudder/Bcw Gontrols: Indcates the positions of the respecti\^ control sufaces of the ship 
^ro represents a neutral setting for the bow/stem planes ard the rudder 

• aick the desired rxirtaer in the Rudder Indcatrr to order a rudder change. 

• aick zero in the Rudder Indcator or dick in the CbLiselrdicatDr to reset the rudder. 

N3IE: The ship will es^ntually tim in a drde if you do not resetthe rudder tozeroor order a 

specific axrse 

IHmand Ice Dsplay: Dsplays the ship's trimangle, shcw\s the ice thickness profile when Lrder 
the ice ard dsplays the current depth beneath the hJI when in shallow v\ater. 

■ The SLiDrraririe profile adjusts in the dsplay wirdcw to rratch the ship's trim arjgle 

■ V\hen operating Lrder the ice a profile of the ice thickness abcA^Ownship appears across the 
top of the Trim Dsplay Arty coLise change irrmedately redav\s the profile The Ice Thickness 
FVednut in the lcDv\er Idl cf the dsplay reports the thickness of the ice drectlyabcAe the sail. 

■ \Ahen the shp is tra\elirTg dose to the bottom an orarige lire irdcaftes the depth drecdy Lrder 
the Ownship's rridpdnL 

BTErgency Blow: aick this button to perform an emergency train ballast tark bcw to quickly 
SLiface the ship. The button text changes to green when a bcw is in progess. aick the button 
again to r^Lm to the OFP (orange) position. 

Qen N'ETT^ferts'Close r^CTTVfenls: Wen you are SLiiaced, dickCpen MBTN^nts to open the train 
ballast tank \erts ard SLiDrrerge yocr sbp. aick acse MEfTN^rts to cicse the \^nts cnce 
siiDmerged. Mxr croA/ autorratically opens ard doses the \erts when you order a d\e. Ycu can 
open ard dcse the verts yoLiself if you pr^rfer 

Vfertilaba^SecLveVMilalEs aickN^rtjlatetocorrrreric:^ vertilaticjn. aick SecLre\^ntilate to stop 
\ertilating. 'wfertilation is only necessary when you need to recharge the bgh-pressLi^ air banks. 
(SeeOTargeAr/SecLre/^r belcw.) The ship trust be at cr abcAO perisccDpe depth (69 ft) to 
\ertilatie 

OwgeAt/SecLueAin aick OTargeAr to start the charging the PresscreAr Banks, aick 
SecLreOTargetostopcharging. You trust be \ertilatiiTg to folly charge the bariks. 

Rig in Bow Plane^Rig GUt Bow Planes: The sbp's bcw planes are out by dd^t If you plan to 
SLiface when Lrder the ice yoj shoJd rig in (retract) the bcw planes as a precaution against 
darrage. aick Rig in Bcw Planes to retract the bcw planes, aick Rig Cut Bcw Planes to rduethe 
plaries to their rorrrBi position. 


Towed Array Controls: 

The SeavwcDlf has tvvD tDv\od arrays the TB- 29 and the TB- 16. In general, theTB-29 is longer and 
more sensitive than theTB-16, but the TB- 16 rerrains effective at hi^ner speeds. 

■ Selectthe3ar1x)arTdTc>AedATaytDdeploytheTB-29arTay 

■ Selertthe RortTcwved AraytDdeploytheTB-16. 

The Seavwolf s Tewed Aray controls are shewn beJew. 


Cteplcy Ibvyed Atw 



RetrieweTo/yedarr^ Stop Scope (Arr^ Prog^ss Bar) 

aariraerdlavuedATav^Rxt'lavuedATay: G ick the array narre to toggle between the array 
options. The visible narre is the selected array 

• aicktherightfacirTgdoLidearro\AS to deploytheselectTedtoved array: 

• Gick the 1^ facing doLldearrcws to letri^e the selected array 

• Gick the orange square to stop strearring or retri^ng. 

Scopes The scope progess bar illustrates the length of the array cmentiy depleted. 

688(1): SHIP CONTROL STATION 

688(l)'s Ship Gontrol Station is shewn belcw. 


Qxrse Indcator 


Engne QrterTelegaph 


MBTVferts 


688(l)'s Ship Gontrol Station featires are described bri^y belcw. For more detailed infbrrration 
about tasks perfbrrred at this station see Ship StatjorWShipCOrTtrols/ShipGortrol Tasks on p. 52. 
IHm^^n^es Ircicates the trim arrgle of the ship rreasLiedfroma horis^rtal axis. A positive trim 
angle ind cates the ship has a bcw-ip attitude A negative trim angle indcates a bcwv-dcwvn 



hPAr Ta/vedArrayCbrtrDls 


TrimAT^e 
Frequaxy Sorer 
V^lats 

EmErgaxy Blew 


Rixfcla' controls Speed 





attitude. Yolt helirBrnan auborratically cxntrols the trimangle wheneN^ >ou order a depth change 
HP Ain This panel is used to nicritor the CLirert charge \&j£^ inthe high-pressLreair banks and tn 
charge the banks when th^ are depleted. A charge cf 50% is necessary fcr successful v\eapon 
laLTches. The charge can be increased by only 10% when the shp is SLixrerged. You rrust cxrre 
to PeriscxDpe Cepth and ventilate while yxj charge to fUly charge the banks. 

• Qick the inlit Qiarge button to corrrrerce charging yorr high- pressLie air banks. The button is 
lit when a charge is in progess. 

• Qick the lit Charge button to secLie the charge 

lowed Array: From this panel yxj select and deploy the desired towed sonar array (Port or 
Starboard). The Scope field irdicatesthelerTgthor percertage of the array CLrrertlystraarrBd. 

• Qick Port or Starboard to select that array to be strearred. Cniy one tewed array can be 
deployed at a time 

• Qick Streamto deploy the array 

• To stop stiearring or retrie/ing the array, dick CFR 

• To retrieve the towed array, dick 

Gou'ses Cn this COuse Indicator, the ted neede ircicates CLirert couse The back neede 
indcates ordered couse 

• To order a new couse headng, click the desired bearirg ontheGause Iridcator. 

hf^ RequEncySarsn The toggle switch activates the Frequerxy Sonar System (l-FSS), which 

is used to detect small objects such as nines at short range The Hgh Ftecptency Sonar screen 
shows the location cfariy object rear you* SLixrariiTe's bcw. If an object is cicseercxjgh, diddng 
on it desigTates it as a sorer contact 

• a ickCfsl to activate H^S. 

• To desigete targets (such as nines), point the cusor at the object and dick A mark is placed 
on the Navrrap indcating each retun receixed by the hF sonar. 

VferitilatesN^ntilation is only necessary when you need to recharge the b^>pressue air banks. 

See hP A r above The ship rrust be at cr abc>e perisccDpe depth (65 ft) toxentilate. 

• Qick the uriitX^rtilate button to corrrrericeverTtilatiiTg. 

• Qickthe lit N^ntilate button to secuexentilating. 

9Ern^Bauv^lVclcler: Ycxr crewcortrols the bcw ard stem planes autorratically when you change 
depth but you can order a ccxise change with the Rudder 

• Qick the eJesired rxrrber inthe Rueder Irxicator to order a RudclercharTge 

• Qick zero in the Rucderlrcficator or dick in the COuseIrdicator to reset the rudder. 

N3IE: The ship will e^or^tually tuo in a cirde if you eJo rot resetthe rueder tozeroor CDrder a 

specific cxxrse 

BignesThis dal known as an Engine Oder Tdegaph orders engne speed. Bigine speeds 
translate to sbp speeds as ddined in SbpStationsnask Bar/Qders Menu on p. 36. Flank 
(rraxirruTit speed for the 688(1) is 32 kts. 

• Qick the desired option to order that Engine Speed. 

BTErgEncyBlawVfelves To sul^e you* sbp quickly in an errergercy situation, dick the red hande 
to ibtiate the Emergence Blew prexedue Qick again to secue the bcw. tererrber to recharge 
you' air banks fblcwing an Brergency Blow. 

Depttx Actual and cxdered depth is shown in feet 

• Right/ldl dick the dgits in the ordered field to order a new depth 


5^p m r t Aitual and ordered speed is shown in kts. 

• Right/I^ click the dgits in the ordered field to order a new speed. 

r^En"Vferts: The niain ballast tati< \erts are operied arxi dosed autorratically by VOLT crew when 
you order the ship to dve or SLrfece If vou so choose yxj can open and shut the \^rts manually 

• Qick the urilit MEn"\^iTts button to open the x^rts ard SLixrerge the ship 

• Qick the lit MEfTN^rts button to dose the vents. 

AKULA: SHIP CONTROL 

The A<iia's Ship Gartrol Station and featires are seen belcw. 



/^kJa's Ship control Station featues are described bridly belcw. For more detailed irforrrBtion of 
tasks perforrred atthis station see Shi pStatiorWShipGaTtrd/ShipGortrolT^ks on p 52. 

Air Rerreinin^ Indcabes the charge \e^ in the high pressLre air banks. 

Air/Qiarges Initiates a charge of the high-pressure air banks. The charge can be increased by only 
10% when the ship is SLimerged. >txj rriJStxerTtilate to fiJIy charge the bariks. A rTirirrLrn charge 
l^el of 50% is necessary to successfully laLnch weapons. 

• Qick the Charge button to (xrrrrerTcechargirg the air barks. A red light SLiTOLTcfirg the button 
indcates the charge is in progess. Qick again to secLie the charge 

Air/VM: Cwbntilate) In order to fUly charge the high- pressue air banks you rrust be at periscope 
depth (16 met6r5/52 feet) and \ertilating as well charging. 

• Cnee at periscope depth, dick the \^nt button. The button is ringed in red when ventilating is in 
progess. Qick the 'wbnt button again to secLiexentilation. 

IfimAn^e: Iroicates the tom arnglecf the ship rreascredfrarna horitortal axis. A positive trim 
angle indcates that the ship has a bew- Lp attitude A negatixe trim an^e irxJcates a bew-dewn 
attitude Ycxr helrrErran autorratically controls the tomangle when^er you order a depth change 
TowuedArrayiTheAkula has one tewed sonar array Since it takes a while for the array to deploy 
and settle out it is irrportant to deploy it early in the rrissicn The length of the array ctirentiy 
deployed is dsplayed inthe Ljength readout TheAkula's towed array is fiJIy deployed at 304 
meters (appraxirrately 1000 feet). 



• aickStreamtD deploy the tr>A^ array. 

• IdstrpthestrearriiTgor retri^^ of the array, dickCff. 

• Id retrieve the tcvved array, dick Retri^^ 

r^En"Vferts: The rrairi ballast tati< \^nts are operied arxl dcsed autorratically by VOLT crew vvheri 
you order the ship to dve or SLrface If >ou so choose yxj can open and shut the \^nts manually 

• aickCpentoopmthexentsardsLixnergetheship. 

• Qick Shut to close the vents. 

Gou'ses On this COtrse Indicator, the orange needle ircicates curent coLrse The grasy neede 
indcates ordered cou^ 

• To order a newcoLrse headng, click the desired bearing on the Cdcrse dal. 

&xpne Otter: The Engine CrderTelegaph orders engne speed. Bigne speeds translate to ship 
speeds as ddined in Ship Stationsnask Bar/Qders Menu on p. 36. Hank (maxirruri) speed for the 
lrrprowedA<ula-l is28kts. Flak Speed for the A<ul a- 1 1 isBOkts. 

• Qick the desired option to order that Engine Speed. 

Ctepthc Aztual and ordered depth is shewn here in meters. 

• Right/ldt dick the dgits in the ordered field to order a new depth. 

5Sp m r t Aztu^ and ordered speed is shown here in kts. 

• Right/ldt dick the dgits in the Qdered field to order a new speed. 

Hanes: Yolt crew cortrols the bow and stem planes autorretically when you change depth butyxj 
can order a axise change with the Rudder. 

• Qick the desired nurber in the Rudder Indcator to order a Rudder change The gray neede 
indcates the ordered rudder position Grange the actual position 

• Qick O in the Rudder indcator or click in the GDLTse indcator to reset the rudder 

N3IE: The ship will e^erltually tirn in a cirde if you do rot resetthe rudder tozeroor order a 
specific axfse 

Soircin^This readout shews the depth Lrder the keel in meters. 

BTErgency Blow: Blows high-pressLie air irtoyoLT ballast tariks to errergencysLrfaceyoLr ship: 
tererrtaer to recharge yoLT air banks following an Errergency Blow. 

SONAR STATIONS 



At the Sonar Stations you rrorTitor the rrost irrportant sensing equipment on board your SLixrarine 
Six dsplays, each with a specific pupose, help detect; identify, track and pirpoint contacts by 
errploying either adi\^ or passi\^ sonar. The sorer siite is corrposed of these six dspla^: 
Broadband, Narrewband, DB^OH A±ve Artive Intercept, ard Soend Speed Profile (^P). AJI six 
stations are explained in this section Irformation about ULV sensors and their use is eexered in 
Special Cperations and ProcedLiea'DeployirTg ULN/fe on p. 149. 




SONAR STATION SELECTION BUTTONS 


Cn all sonar stations six buttons are always visible and peirrit yoj tr> rri>«e frarnorie sorar station 
to arother The buttons contain the same icons regard ess of which sub dass you are 
corrmanding. Diring garreplay^ place yoLr cursor over a button to d splay the narre of the station 
reached by dickdng the button. 







Broadoard Soriar Station 


Nairowbard Sorer Station 


DBVICN Sorw Station 


A±ve Sonar Station 


A±ve Intercept Sonar Station 


SoLTd Speed Profile (SSP) Sonar Station 


A BOUT SONAR 

In order to urderstard the functioTB of the SoTTar Suite it is irrportartto Lrderstard a bit about 
sonar Sonar is used to deted: both SLioTBiines and suface ships arxl it is your only sensor when 
operating belcw periscope depth. There are tvwo ty^Des of sonar: passive ard active 
A passive sonar system consists of a set of hydophones (sensors) that receive sounds produced 
by other soLiees. Passive sonar can be used only to listen. Its rr^ or purpose is to detect arxl 
dassify other ships. Uhder optimal cerxitions, modem passi\e sonar can sense ships CAers^eral 
nautical rriles, thus allowirrg the SLiDTraririe to detect potertial targets or enerry ships long bdbre 
it corres into the range of their sensors. l-tv\eNer, passive sonar has its lirritations. Wth passive 
soTTar, the sonarman can only deterrrine the drection, or bearing, of the sourd source The 
dstarxe to the other ship (range)- an irrportart: consideration when maneuvering into an attack 
position arxl progarrrring v\eapons-is initially urkrxwri 

Thesarre is rxt true of active sonar, which operates on the prirxipal of echo ranging. An active 
sonar system transrrits a high-energy acoustic sig^ or “ping". Cbjeds in the area rdiectthe 
sourd, ard the resJting echo is picked up by the suixraririe's hydophories. The lag in time 
between the initial trarxrrission ardthe rebLrnirg echo r^eals the target's range with geat 
precision. 



The ofcMous acK^ntage cf active sonar is that it prcMdes instant range infonration. The 
dsacKoTtage is that the active transrrission can be recei\ed by enerry ships and Ljsed to locate 
thetransrritting SLixrarine Because of this risk acti\^ sonar is used only as a last resort for 
detTerrrining a target's range 

Target rarge can be deterni red with passixe sonar, toa Lbing a process called Targ^ Motion 
Analvsis (TMA), yxj can accLiately detarrirearcther ship^s bearing, range cocrse and speed (in 
other wends, its location in two drrensional space) sirrply by trackirg the target with passive 
sonar See Ship StationsHarget Motion Analyses (TMA) Station on pi 96 for more irrfbrrrBtion. 

SONAR ARRAYS 

Al cxntrollable subrrarines in SLiDGemTand have some form of bcwv, towed and hull arra^ 
although their capabilities dffer. An array is an intercorYecbed grxp of hyiophones or 
transducers that focus either the transrrission or reception of socrd. Together the arrays prowde 
ormidrectional sonar detection capabilities; howexer, ro array in itself prcMdes fUl 360° detection. 
This is because the ship itself masks a certain armcrtcf the erMrorrrerTt from the sernsor. 

Spherical/Cylindrical Bow Array 

The spherical/cylinchcal array in the bcwv can track broadband as well as narrowbard contacts, 
passive (detection ranges from appraxirrabely 750 hfetoZO khfe. In active rrode the array 
transmits and (detects at a hi^nerfreciuerxy rargecDf apprcDdrrately 1.5 kJ-fetoSO kd-fe. 
Thespherical/cyliiTchcal array can process brcadard signals. At higher speeds, there is sorre 
(degacfetion cf perforrrance because C3f flow rtoise cacEed by the water rrcMrg across the suface 
cf the array. The bcw array is not as sensitive to lew freependes, so it's ret the array of choice for 
namowbard catacts erritlirg cnly low frec|jencies. 

Hull/ Conformal Array 

The hJI/c(3rifcxTrBl array, also near the bow of the ship is a linear array that prcMctes lew speed 
capablitytD(detect Icwfrecpjency narrowband catacts (50 hfe -to- 1.0 kJ-fe). As such, its prirrary 
use is for dassifyirg targets. 

AISKBQG-5Wde ApertLveArr^(V\AA): the \AAAcorBists erf three flank arrays cn each sieJeerf the 
SSN21 dass subrrBrines.TheXAAAcan prcMcie rapid passive localization (RAPLOC) for scrar 
contacts within a 15 keyd range 

Towed Array 

The towed linear array — pJled behirxJthesLirrrarirnecrn a long tew cable so it won't pick up the 
SLimarine's ewn rrachinery noise — is used for both broactoand and namwband (detectiem and 
trackirg (10 hfe-1.0 kd-b). It is used at lew to meciLm speeds, and is optimized fer lower 
frecpjencies. Al cxrtrollablesubrrarirnes in SLiDGDrrrrBrnd have at least cme tewed array The 
capab I ities of the towed arrays xery from dass to dass. 

The SSN21 carries these two dfferent towed arrays, theAIMrrB-l6 ard the A\rrB-29. TheTB-16 is 
a 3.5-inch damet3er array which is thicker than the thin line TB- 29 array TheTB-16 will suffer less 
self-ndsethantheTB-29atagixenspeed, but the TB- 29 will be rrore dfective at the lower 
frecpjencies. 


SONAR LIMITATIONS 

The I cxisti (on cf the sensor as well as ph^ical condtions such as the propeller v\ash of yxr ship 
can lirrit which soLnds can reach sensors. The tewed array can not pick tp cortacts in front 
of yxrsLiorrarirTearxi the spherical array can not pick tp cortacts behind the ship. 

The Spherical/Cvliriciical Aray detects cxDrtacts i n the areas aroLnd QAATship as shewn belcw. 


f 



The HJI/GorTfbrrrBi Aray detects cortacts in the areas aroLnd CXAnship as shown below. 

f 



TheTcwed Aray (detects cortacts aroLnd Owrship as shewn belcw. 

f 




BROADBAND SONAR 



The Broactoand Sonar StaticDn display irpjtfirrnthespherical/cylindrical bcw, and trwved arrays. 

In the/^kUas the data frornthe corifonral array is also a\olable in the Brcacfcerd Sonar Station. 
These inputs are used to detect and track siimarines and SLrface ships, hfere trackers can be 
assigned to contacts and they are gi\^ an alpharxireric Contact Designation or ID. Contact IDs for 
all sonar contacts begin with the letter S. Trackers prcMde the TMA station with gxlates on the 
contact's bearing at specified time intervals. 

INDIE: ULV sonar contacts also have Sierra (S) designations, but their data is not reported in the 
Sonar Scite ULN/data is a\^lable inTMAard onthe Navard RreOntrol maps. 

SEAWOLF AND 688(1): BROA DBA N D WATERFALL DISPLAYS 



Tracker 
CXArsrtp Irdczter 


Bearing Irdcatrr 


Both the 6881 and Seawdf SLiDmarines utili^ deal vNaterf^l displays to track sonar infbrrrBtion. In 
thewerterfall display, screr irfematien 'cascactes' cdwncAertirnegvirngasensecf theccxntact's 
mevemert Bearing is displayed cn the horizortal axis with either rorth (000) or south (180) in the 
center. Tme is displayed on the \ertical axis, with the most recent irforrration at the top. 

A thin line beneath the Vindicator irricstes thecirecticrjyoj"SLiDrrarirTe's stem is pointing. Afaint 
orange (Seawdf) or green (6881) line represents a v\eak ccntact while a strong contact appears as 
a bri^Tter, thicker line The speckled backgoerd represents backgoerd noise interference The 
arroLrt cjf interference increases as backgoerd noise increases. 

Both the Lpper and lower waterfall displays shew broactoard sorrar data. It is a goed iciea to have 
ere display set cn ShertTirre Axerage (1-60 secxrds) ard the ether on Interrreciate (0-30 
rrinutes) cr Long (0-2 hoLis). The Icnger the time axeraging that is errployed the better the sonar 
detection processing. htAAexer, the longer the tirreaxeraging, the Icngerthetirre betv\een contact 
Lpdates. Both the spherical senscr and the tEv\ed array pick LpbroadDarxl data in the Seawdf ard 
688(1). The irrfbrrrBticn displayed deperds cn which sensor is selected. 



AKULA: BROADBAND CIRCULAR SSAZ DISPLAY 



The broactoand dsplay inthe/^kiias is ciraiar and represents Senscr StIer^gd^\/€rsLJS^rrlJth 
(SS/^. The SS^dsplay consists cf three ccncentric bands exberxirTgfrornan inner cirde Each 
band represents data froma dfferent/^kLia sersor. The irTrenrcst band, dsplays contacts 
detected on the corifornial array The second, or rridde band, dsplays tDv\ed array contacts while 
the outEnrost bard dsplays contacts on the cylirdical array 

^OE: The tcwved array rrust be deployed bdbre any cortacts can appear inthefcvvedATay band 
on the SSAZ Dsplay 

The 360-degee Bearing Indcator rirrB the outer edge of the Qrc Jar Dsplay A narrow speckled 
ring rear the imer edge of each band indcates backgoxrd noise on that sensor Gortacts on the 
arrays appear as spikes errergng from the backgocnd noise at a specific bearing and extend ng 
tEw\ard outer edge of the band; the stronger the signal, the taller the spike 
aickdng inside a specific bard selects that array The outer edge of that band bri^ntens and 
enlarges slightly irdcating that the bard and the array it dsplays is selected and the name of the 
selected array appears intheAray wirdcwjust belcw the SSAZ dsplay 

On the SSAZ Dsplay a thin liriee5<berdrigffomtheceritertDtheouter edge represents Ownship. 
The line ends with an arrow indcating the drection OAmship's bow is pointing. 

Each sensor dsplay has its own cursor AcLisor appears as a short line extendng into the array 
from each array/s outer edge. Qick inside the array to rro^ the cursor to that location on that 
array's bearing indcator or dick the cusor and dag it to a new location. The ctisor is used to 
identity the contact you v\ant to rrark. 

N3IE: There are no rxirbers on the bearing Irdicators for the irner arrays. You trust ndertothe 
nurbers on the outer edge of the dsplay 

Ship speed geatiy interferes with the ablity of the AkJa's sensors to detect ard dsplay ca taels. 
E>cessi\o speed resJts in the inability to detect any contacts at all. Cniy backgourd noise is 
visi be ard that appears as a thick, jagged bard at the outer edges of each array 



Backgrxnd noise 


ASSIGNING TRACKERS 

1. Select the sonar array you want to view in the broadband display. 

Sea wolf: 

• GickSB-BCr^WW. 

• Frorothe tosJtiiTg Ixjtton rratrix click SPI-B^crTOW\ffii 

• QickBftac 

688 ( 1 ): 

• I n the SelerdedAray parcel click the cJesi rod button. The button at the bcwvcf the subrTBririe 
graphic represents the sphere array The button aft represents the towed array. 

Akula: 

• Qick inside the desired (drcle to select that array Cuter Cylindical, MidcJe: Tewed Aray, Inner 
GDrYorrral array 

Z Qickthe desired Gcrtactlinei Avertical ctrscr appears err the beari rig indicator. You can dick 
and diag this cursor along the bearing indicator. 

Sea wolf: 

• Qick an orange Cbntact line 

688 ( 1 ): 

• Qick a geen COrtad± line 

Akula: 

• Qick a Spike extending tOAord the outer edge of the selected array. 

3b OidctheapixGpri^bebiJlcntDdesigiatethetargBtandaBsigiatiackEr. (If thesigal isfanb 
yxj rrayhaso to click rrore than once) 

Sea wolf: 

688 ( 1 ): 

• Qick ExsicasvnEinRCEr. 

Akula: 



a ick ~m/M3cy^sicasi 


■ A tracker letter is placed abo^e the contact line on Seawolf and 688(1) or belcwv the spike on 
A<ula Four trackers are a\ailade for each sonar array. 

A ^ Q and Dt Spherical/cylinciical cortacts. 

^ I; Q and H hUI/corfonTBl contacts. (These trackers can only be assigned in Narrowband on the 
Seawdf and 688(1) SLbrrarines. Cn the A<aJath^ can be assigned in both broacfcend and 
Narrowbaixl.) 

I J , K Also Icvved array cortacts. 

■ If the spheie'c^inciical array already has foLT contacts assigned to trackers (A-D) aixl vou 
designate a new cxrtact; the oldest tracker is tnassigned from its curent contact arxi 
reassigned to the new contact This is also true for the hull and tewed arra^. lb unassign a 
specific tracker, dick on the letter ard <±ag it into the Dsplay and release it 

■ Each contact you designate is assigned a sequential Sierra nurrber SOI, S02, SOB, ebe. The 
Sierra nuniner, also called a Cbrtact ID or Track ID ard all a\^labe data on the contact are 
auborratically sernt toTMAard the Nav trap. 

TOWED ARRAY CONTACTS 

Unless the towed array is deployed, ro contacts will appear in Dsplay when that senscr is 
selected, lowed array contacts do not appear irrrreciately when you depicy the array. If the towed 
array is not alreacJy depiciyed atthe begirnitng of the rrissiorv you can stream it fram the Ship 
COrtrol Station. 

Because of the wey the towed array processes signals, an arrbiguous contact; a rrinor image cf 
each true contact, appears on the dsplay aicng with the true contact If yoj ha\e a contact at the 
same bearing on yexr bow array, yeu can be fairly certain a ccntact at the same cr nearly the 
sarre bearing on yocr towed array dsplay is the contact's true bearing. 

If the contact is net visible on the bew array, chargrgthecxxrse cf (Dwrishipallcjws youto 
detTemnne which contact is the actual ard which is its rrinor image cn the dsplay Ater you 
maneuver, one cxntact remains at a consistent bearing and one appears to rro^ in the dsplay 
The contact's true bearing is the ccntact that remains constart 

\Ahen riLmaous contacts are present cr the ccntacts are dcse together, this process can be \^ry 
challengng! 

ISDIE: Beawoethat when you tern Owrehipyexr towed array does not begintotun cntil it 

reaches the part in the ocean where the ship began its tun. Ag a result Ownship appears 
as a ccntact cn the towed array during tans. 

SEAWOLF: BROADBAND STATION 




TbeXAfeberfall Display and the Sonar Station Selection buttons are described abo^e. The Broactjand 
Data Dsplay and the Button Matrix are described here. 

Sea wolf Broadband Data Display 

CLrsor, cortact ard tracker inforrration is displaced here (The cu^or is the\^rtical line abcAe the 
bearing indicator inthe vNaterfall dsplay Qick the Bearing Irxicatorto rrcAethectrsortothat; 
part or dick the CLTSor and ctag itto m>e it along the Bearing Indcator.) 

Osr Indcabes the bearing at the location of the cursor or of the tracker when a tracker is 

selected with the Tracker Review button. 

S e r Ba- . Irdicates which sensor is CLirentiy selected: Sphere or fcw^id. 

Iracken Dsplays the tracker letter assigied to the selected contact 
Gcrtact: Dsplays the Contact ID assigied to the selected tracker or contact. 

V\AA RNQ \Ahen the cltsct is CA/er a broadDand contact and a V\AA range can be debarrined fcr 
that contact the range to the contact dsplays in this field 

■ Seawdfs Wde^^peitLiaArays (\AA^ can provide lirrited rarige irfcmaticjn for cortacts within 
15,000 yds of Ownship if acoustic cxDndtions inthearea arefa\A3rable 

SISR Dsplays the Signal to Noise Ratio at the locaticn of the cursor SI\R indcabes the strength cf 
thesigial. 

Sea wolf Broadband Button Matrix 

Dsplay Gerter: Dsplays button cptiors for sebtirigtheceritEr cf thevNaberfall dsplay to INbrth (000 
degees) or South (180 degees). 

Select Dsplays button options for selecting which sensor data will be dsplayed in the 

waterfall: Tcaa^ cr Sphere. 

/issigiltacker. Qicking here assigns a tracker to the contact at the location cf the ctisor. 

Tracker Re^ew: Dsplays contad irforrration in the Data Dsplay for each assigned tracker 
F^peabed dicks cydes through all trackers. 

RAP LOG Rapid Locali^tion. Qickdngthis button serds arnyavailable\AAArarnge irforrration cxn the 
selected sonar contact to TMA. Atracker must be assigned to the contact The range irforrration 
appears on the rnextTMA bearirng I itne for the contact 

■ Seawdfs WdeApeiliJoATays (\AA^ can provide lirrited rarnge irfcmaticxn for corntacls that 
are within 15000 yards when condtions penrit 

Aucfcc Dsplays buttons to toggle the broadDand audo on and cff. Wnen CM, the sojrnd produced 
by a broadDand contact is audbe when it is selected in the BroadDand Dsplay 
Time Scale Tope Dsplays button options for sdling the tirrea\^rage in the LpperVVfeterfal I Dsplay; 
Select SIA flA DA (see belcwv). 

Time Scale Bottem Dsplays button cptiora for sebtirtg thetirre inber\al inthe bottom\Aifefcerfall 
Dsplay: Select SIA HA LTA (see bdew). 

■ SIA = Short Ti me A\^rage 

■ nA = lrter!TBdabeTirreA\^rage 

■ LHA = LongTirreA\erage 

Sonar SelectiGn BUttens: Qick the button cf the senar station you want to visit hbld yocr cirscr 
ever a button to dsplay the name cf the staticn it represents. 


688(1): BROADBAND STATION 

688(l)'s BrcaciDand Station is shown below. 


Sonar Station Selection BuBrrs 



Sonar Statkn Selection Buttons: Gick the ioDn button of the sonar station yxj v\ant to visit hbld 
yxr cursor a button to cisplay the rerre of the station it represents. 

Axfiolcg^es V\hen CN a cusor placed on a sonar contact errits the sound produced by the 
contact \Ahen CFF no scxnd is erritbed. 

Gerter Dsplaylbg^e: \Ahen North Centered is selected the watierf^l dsplay is certered at 000 
deg-ees. \Ahen South Centered is selected the waterfall display is centered at 180 degees. 
Lk^perX/Nfaberfell HmeA/erage: Select the tirnea\/eragesetti rig for the LppervNetorf^ I display Gick 
the text of the word that describes the desired setting: Short, Irterrrediate cr Lorig. 

Irack IDt Dsplays the alphanureric Track ID of the selected track 

tesi^nabelargdild placea tracker on a contact and assign aTrack ID (Sierra rxirber) dick the 
contact in the v\efcerfall dsplay then dick Designate largeL The Sierra rxirtaer (SOI, S02, SOB, etc.) 
is assigned to the contact and the sensor data is sent to TMA. 

IfackET Re^ew: Gick this button to cyde through all assigned trackers. The Track ID, also known 
as the Sierra rtLirter or Gorntact ID is dspla^ed in the Track IDfield. 

Ou'scr RsitiGn Irndcabes the bearing at the location of the vertical ctrsor in the Bearing Indcator 
section of the waterfall dsplay or ctrsor location of the tracker when a tracker is selected with the 
Tracker B^ew button. 

Lower V\£Aerf^l HrreA/ei^ges Select the time average setting for the Icwer waterfall dsplay Gick 
the text of the word that describes the desired setting: Short Irterrredate or Long 
Selert Ar^iThe two buttons represent the sphere sensor (in the bow) cr the tDv\od array (aft). 
Gick the desired button to dsplay that sensor's input inthevtefcerfall dsplay 


AKULA: BROA D BA N D STATION 

Theinberiorscf boditheA<ula-l lirprA^andtheA<iia-ll arcthesatTeinSLiDGorTTrand. For 
sirrplicity, bcth cf these inberfeces will be r^erred tn as /^kUa in this manual. 

SSAZDsplay 


Track /tesigi 


Scnar Station Selection 
Buttons 


Track ID 



Audo 


Cytie Contacts 
Tracks' 
Qjsor Bearing 
Signal to Noise Ratio of Contact 
Selected At^ 


TheA<LJa BrcaciDand Station IxjttorB ard fields are described belcwv. 

Boa cfa atxi Dsplay: This SoLnd Sigial versus /^nrjth d splay shOAS contacts friom the 

/^kJa's cylindical, tcwved and conformal arra^ and allcwvs for marking these contacts. See Sonar 
Stations^i^^kulas: QrcJar SS^Dsplay on pi 63for afUl description of this dsplay followed by 
drections for assigning contacts in this dsplay 

Axfcc fogies Contact Socnd CM arxl CFF. V\hen CM placing the cltsot on a contact in the SS^ 
dsplay errits oriythesourTdgerTeratedbythatcxritact Defedts to CM. 

ImckEn Dsplays the tracker letter for a contact you select on the dsplay if it has a tracker 
assigned or for the contact selected when Cyde Contacts is dicked. 

Olisgt Bearing Dsplay the bearing at the selected ctrsor location or the bearing of a tracked 
contact when Cyde Contacts is dicked 

Sgial to isfaise l^oe Dsplay the signal to ndse ratio at the location of the cltsot. 

CydeGoriacts: Cickthis button repeatedy tn cyde throu^ all assigned trackers inthe selected 
array IriforrrBtion on the selected tracker dsplays at the Idt of the screen in the Tracker, CLrsor 
Bearing and Signal to Masefields as v\^l as in the Track IDfield below the SS^ dsplay 
Arr^ Dsplays the name of the array selected in the SS/^ dsplay 

Imck IDt Dsplays the Sierra rxirtaer (COntad: ID) of the the contact at the location of the cltsot if it 
has been assigned an ID or the ID of the tracker selected when Cyde Contacts is dicked. 
/issigilmclG V\hen the CLTSOT is on a contact in the selected array, dick this button to assign a 
tracker tD the contact and send all sornar irnforrrationtoTMA. 

Screr Staticn Selecticn BUttens: Cick the appropriate button to rrcA^ to that Sornar Station. See 
Sonar Station Selection Buttons on p. 59. 


NARROWBAND SONAR 



Each ship dass has a Lnique socnd frequency sigTabje. The Narrcwband function is used to 
dassify sonar contads by <x)nTDarirQ tine ftecfjencysignatLie of the selecbedconbact against a 
database of kncwn frequency sigiatues. 

Regard ess of which slJd yxj are cernrarcirTg, the ship's corrpuber narrows yxr search by 
presenting only those sigTatues that ha\e sirrilarities to the sigiatue of the selected contact 
Each sub's Narrowband Station is ccAered separately below. 

SEAWOLF: NARROWBAN D SONAR 



IShrrowband Search Dsplay: Ch the Nanowbarxl Search Dsplay signals from the selected array 
cisplay in an A-scanfbrrrat Acortacts sigial displays as a spike at the bearing where it is 
detected. The height cf the spike represents signal strength peaks indcate strong signal 
strength 

ISDIE: Ownship's speed can affect your ability to detect contacts in Narrowband. \Ahen the entire 
sig^ line is near the top of the display this indicates that backgourd noise is very high. 
This usually happens when your speed is o\/er 5 kts for hJI array contacts or o^er 15 kts for 
towed array catacls. Cecrease your speed to reduce water flow ojer the array 



isbrrauuband V\6berfall Ds|iay:TheNatTO^A/barxjVV&rt£ffall Dsplay separates a firm the 

bearing selected in the Narrcwvband Search Dsplay into discrete frequencies. The horizontal axis 
repeserts the range of frequerTcies and the vertical axis represerts time in secmds. The frequency 
range is acjustable using the frequency scale as described belcwv. N^rtical lines repesent specific 
frequencies in the soltcI signal erritted by the selected contact Together all of the frequency lines 
represent that contact's sonar signature 

NC3IE: Strai^Tt lines indicate a ODnsi stent signal. Clrved or vvavy \ertical lines repesent distortions 
crvariaticDns inthe signal. 

SHpOaEsificaticn VMndcjvyc This wirdow displays the sdxrd signatere of the dass or vteapcn 
narred in the Profile Selector. Qick aSPLAf SIC3SKIURE inthe Button Matrix to access the Profile 
Selectidn Panel and the Profile Selector. See Dsplay Signartue in the Narrowband Button Matrix 
sectidn belcwv. 

Seawolf Narrowband Data Display 

Requency Scales Dsplays the fied|jency range CLirentiyvievted in the NarrcAAAoarxIVV&terfall 
Dsplay and the Ship aassification Wrdow. This range is selected using the Frequendy Scale 
button in the Narrowband Button Matrix 

Ou'scr Recpjency: Dsplays the precise frecpency of the signal selected in the Narrowband 
\Afeterfall Dsplay 

• To select a signal, dick the desired line in the NarrxowbarndVV&terfall display. The cti-scr rrc^es to 
that ldX3tion inthe Horizontal Frecperncy Dsplay arnd the ffequerndy at the ctrscr Iccaticri 
displays in this field. 

S e r Ba-: Dsplays the narre of the selected array Lfee the Select Aray button inthe Button Matrix to 
select a different senscx: 

OLiBcr Bearing Dsplays the Idxetion cf the cirscr on the bearing indicator at the top of the 
Narrowband Search V\indOA/. 

Ifacken Dsplays the assigned tracker letter <of the selected contact when the Tracker F^^ew 
button is dicked on the Button Matrix 



Gcrtact: Dsplays the alpharximeric ID (ccntact ID) cf the certact selected when the Tracker F^/iew 
button is dicked on the button Matrix 


SISR Signal to Noise Ratio. This field cf splays the SI\R of the selected cmtacL A hi^ nurber 
indcates a strong signal. 

Seawolf Narrowband Button Matrix 

The Seavwdf utilizes a button metrix on many ship stations. Buttons containing a dcwvn arrow 
display a second panel prcMcing options related to the button text Buttons with ro down arrcw\s 
perfcDrrrithectescribedfijTcticDn whm clicked Qick Backto returi tothe pr^ous matrix 
DsplayGerter: Displays a panel for settirrg the centered the Narrowbard Search \AirdcwtD either 
North (000) or South (180). 

Selec± Dsplays a panel for selecting which sensor's signals are displayed in the Narrowband 
Search window. (Sphere Towed, HJI.) 

N3IE: The tewed array rrust be ciepiciyed b^bre arrytovted array signals can be detected The 
Towed Aray is dlepld3yed intheShipCOrtrol Station. 

ImckET^Esigi: Qick to assign a tracker to the frequerxy line selected inthe NarrowbarxIVNi&terfall 
Dsplay 

INDIE: If the sigial is vteak you rray ha\^ to click more than dree to designate the contact ard 
assign the tracker Ydxj camot assign a tracker while the game is paused. 

IrackET Re^ew: Qick this button to cyde through all trackers assigned in Narrowband. Irnforrratitn 
tn each tracker is vievted in the Data Dsplay in the CLi-scr Frecpiency Orscr Bearing, Tracker, 
COrtact, ard SISRfielcfe. 

Requency Scales Dsplays a panel for selectirig onethefolldwirngfred^jency rarnges: Oto 2CXD0 
(defeiit), 1000, 500, 300, 150 and 50. 

Dsplay Sgiatues Dsplays the Profile Selection Panel. See belcw. 

Profile Selection Panel: 

Ycur ship's corrputer cpjeries its database ard proMdes you with the ship classes ard vteapens 
that ha\^ signattres which irtducle the CLirerntiy selected narrewbard lines. The narres cf these 
ship dasses or vteapens can be seen one at a time in the Profile Selector The soxnd signatore for 
the dass named in the Profile Selector displays in the Ship aassificaticn Wrdow. 



To classify the contact: 

1 . Select a contaol in Narrowbard search 

Z Qick the pr^ous or next buttorns to cyde through the aval I able profiles. 

3b Gcrrpareeach ship's signature in the Ship aassificaticn wirdew to the signatore of the selected 
contact in the NarroAAdard \Afeterfall dsplay. 


4k Qick the Back button then the Frequency Scale button. Select a ronge to anrrpare the 
frequencies in that range. 

S \Ahen yxj find the profile that rrcst closely matches the selected contact's soLrd signatLie, 
lea\^ that narre selected in the Profile Selector, and rrakea mental note of the contact's 
bearing. 

■ \Ahen>oj leave NarrxDvvbarnd Sornarthedass rnarnneshcvviing inthe pnefile wirndcwv is sernttothe 
Gentad: menu's Oassify Contact dalog available on the Nav rrap. Mca^ to the Nav rrap to 
corrplete the dassification process. 

On the Nav Map 

1. Select the syrrbol of the contact that you just identified in NarroA/band. 

NC3IE: If the contact that yxj havedassified in NarroA/band has not >et been assigned a Contact ID 
(SI, S2 etc), a contact ID symbd does not exist for that contact on the Nav map. Ycxj can not 
corplete the contac± classification process on the Nav map until the contact has been 
assigned a Contact ID 

Z Right-click the syrrbol c^ftheccritacttocisplaytheGoTtactrrErnu. Select Qassify Qnntact to 
display the dassification dalog. Select the dass namedeterrrined inthe Narrxnwband Profile 
Selector. 

■ If yxj have Just come fromNarrcwband, the last class name >ou Idt selectod inthe 
Narrcwvband Profile Selector is highli^nted in the Qass list when yxj select the same contact on 
the Nav map. 

NC3IE: Ycxj can dassify cotacls in SM, Stadrreter ard Narrcwbarnd.Theaassification dalog 
highli^nts the name of the dass that \ass most recentiy dassified by one cf these sensors 
when^er >ou select that contact on the Nav map 
3b^^ign a l^el of confidence in yxr classification. Qick LOW I'^HULMcr HCH 
4k /^ign an alliance to the contact runr ai i im ii-RFgr isELITRAL or USMSOAfSl 
5 l QickCK 

■ The dassification yxj Inave assigned to the contact new appears in the Navigation CBta Dsplay 
and the BDrrodel cf that dass appears in the BDview when that contact is selectied on the Nav 
map. 

Scrar Statran Selection Buttons: Gick the desired button to mc^e to that Sonar Station. 


688(1): NARROWBAND SONAR 



t 


isbrrauuband \A6berfell Ds|iay:TheNam>A4Dand\Ai&terf^l display separates a signal frcxnthe 
bearing selected inthe Narrcwband Searxzh Dsplayirito discrete fraquericies. The horizcxTtal axis 
represerts the range cf frequerTcies and the vertical axis represents time in secxnds. The frequency 
range is acjustable using the frequency scale dal as described belcw. N^rtical lines represent 
specific frequencies in the scxrd signal enitbed by the selected ODrtact Together these I ires 
represent that contact's sorer signature or profile 

NC3IE: aiai^Tt lires indcatea ODnsistentsigTal. GLrved or vvavy \ertical lines represent dstortions 
inthesigial. 

Requency Scales Lfeetiis dal toacfust the frequency scale to be used in the vteterfall dsplay 

• Qick the desired riiJTber to switch to that ffequercyrarige in the waterfall dsplay. The dal 
mcves to i rci cate the ffequerxy selected. 

Requency VJnckjw: Dsplays the precise frequency of the selected signal. 

• To select a sigal, dick the desired line inthe NarrxDwbardVV&terfall dsplay. The oj-sor rrcAes to 
that location in the horizcntal frequency indcator. 

Dasigiabe'larg^ BiiUcnc ^^igns a desigiation to a contact This alphanurreric rderence is used 
to track, identify and target cortacts. Atracker is assigned to the desigiated narrowband contact 

To designate a contact and assign a tracker: 

1 . Qick one of the vertical frequency lines inthe NarTC^A4^ar^d\Aifeterfall Dsplay. The \ertical cirsor 
appears on the bearing indcator at the location of the line The cusor can also be <±agged. 

Z Qick CESICasKTElARGEr A letter appears on the bearing indcator, ard an alphanumeric tag 
appears in the Track Identification windcw. Tracking data is sent autorratically toTMA ^^iging 
a tracker here rray tnassign a tracker froma contact in broactand if all trackers are cmently 
assigied. 

ISOE: If the sigial is vteak yxr rray ha\e to click rme than once to designate the contact and 
assign the tracker You camot assign a tracker while the garre is paused. 

SHpOaEstficaticn \Aindcjw: This window dsplays the scxrd signatLie of the dass cr vteapcn 
narred in the Oassificaticn field. Lfee the Profile Selector to cycle throu^ the asailadesignatLies. 
Rcfile Selector: The ship's corrputer ccnpares the sonar sigertue in the Narrowband VVfeterfall 
dsplay against these in its scxrd profile database Only those signatiLres that are sirrilar to that of 
the selected contact are presented for r^ew. 

• Qick PRB^ff^E>G‘to view the signatLre profiles for all ships or weapens that are sirrilar to the 
profile cf the selected cxntact 

Ouscr RD^cre This field dsplays the precise bearing cf the ctrscr on the NarrxDwbard Search 
Dsplay 

• To read the exact bearing cf a contact, dick the ccrtact spikeor click the horizontal Bearing 
Indcator on the Namowbarxl Search Dsplay ard ctag the cusor to the desired pcsiticn. 

Track IDt The alpharxrreric Track ID, also called Contact ID, dsplays in the Track Identificaticn 
wirdow when a tracker is designated intheXAfeterfall Dsplay. 

ISbrth GerteyScUth Gedben Toggle to change the aientaticn of the Narrowband Search dsplay 

• Select North Centered to pi ace the bearing 000 at the confer c^ the Narrowbard Search Dsplay. 

• Select South Centered to place the bearing 180 at the confer cf the Narrowband Search Dsplay 
ISbrrawband Seerch Dsplay: Signals from the selected array dsplay in an A- scan forrrat on the 
Narrowband Search Dsplay Acxrtad's sigal dsplays as a spike at the bearing whae it is 
detected. The hei^Tt cf the spike tepreserts sigal strength. peaks irdcate strong signal 
strength 



To select a signal in Narrowband Search Display: 

aick the peak of a . (You can (±ag the cursor I^Vri^Tt to search for signals. ) The sound 
signatLre of that signal is serttothe NarrxDvvbardVVfeiterfall Dsplay where it appears as lines. 
Straight lines indicate a consistent signal. \A6^y lines indicate that the signal is cistorted. Faint lines 
indicate a weak signal. 

NC3IE: Ownship's speed can affect yxr ability to detect contacts in Narrowband. \Ahen the entire 
signal line is near the top of the display this indicates that backgrond noise is very high. 
This usually happens when volt speed is o\/er 5 kls for hull array contacts or ever 15 kts for 
tovted array contacts. Cecrease yorr speed to reduce water flew ever the array 

Classifying the contact 

Match the fredfjercy I ires intheXAfeterfall Dsplay with the frequercylires intheShipaassification 
wirdow. Cyde throu^ each of the pnafiles selected from the ship's (database cf scxnd signabues 
to (deterrrine the dcDsest rratch. 

1. Qick ISEXT or PRB^CUS to view the scxjnd signahje narred in the profile selecior in the Ship 
aassifieation wirdow. 

Z Ai| ust the frequency range to better see cistirct ranges. 

3b V\hen you ctecieJe which ship's signatLie best rratches that cf the selected cxntacX sirrply lea\^ 
thatedass narre selected intheOassification wirdow, rrakea mental reteerf the bearing of the 
contadt and lea\^ the Narrewbard Staticn 

That class narre last selected in the Narrewbard Pnafile Selector is sent to the Gantact menu's 
aassify Contact cialcDg available on the Nav rrapi 

On the Nav Map 

1. Select the syrrbol df the ccntact that you just iedentifled in Narrewbard. 

NC3IE: If the contacd; that you havedassified in Narrewbard has rot yet been assigied a Gcrtact ID 
(SI, S2 etc), no contacd: ID syrrbol exists for that centaed: on the Nav map. Ycu can rot 
(terrplete the ccntacl classification process on the Nav rrap until the <tentac± hias been 
assigried a Contact ID 

Z Right-click the syirbcd cd" the ccrtact to (dsplay the GoritacrtrrTerxj. Select Oassify Qntacdi Select 
the dass name (deterrrined in the Narrewbarxl Profile Selector. 

■ If you have Just come fromNarrewbard, the last class narre you 1^ selected inthe 
Narrewbard Profile Selector is highlighted in the Qass list when you select the same contact on 
the Nav rrap. 

NC3IE: Yexj can classify contacts in BM, Staedrreter arxl Narrewbard. The aassificatidn dalog 
highlights the name cf the dass that was most recentiy dassified by one cf these sensors 
when^or you select that contact on the Nav rrap 

3b/^igi a le^^ of ccnfidence in yocr classification. Qick LOW I^^HULMcr H04 
4^Ass\gr) an alliance to the contacti Qicd<^>LU^ H-REOT, ISELTTRAL cr USMSOAfSl 
5 l QickCK 

■ The dassificaticn you hiave assigied to the ccxTtact rew appears in the Navigatierr Cata Dsplay 
ard the BDrrodel CDf that class appears in the 3D view when that contact is selected err the Nav 
rrap 

Selected ^Wray: Select the array you v\ant to view in the Narrewbard Search Dsplay. Qick Sphere 
Hull or Tewed icon button. 

• Qick the appropriate button. The button inthe bcdw cf thesiiDcxjtlirTe represents sphere the 
button in the rriedeJe in represents t-UI, ard the aft button represents theTbvted Aray 



IsnE: The trwed array rrust be deployed b^bre any tr>Aed array signals can be detected. 

AKULA: NARROWBAND SONAR 



Frequaxy Scde Selector 
CLrsor Fnequercy 


Mark Button 
Next profile 


ISbrrov\toand QroJar Dsplay 


QassificBtior^Frcfile Selection \Alrciow 


Overlay Bearing 


Track 

Pre»/ious Profile 


Aray Select 


Selecticn Overlay 


The buttons and inberf^es of theAcJa Narrcwbarxl Station are described belcw. 

ISbrrauuband QiciJar Display: The /^kiia's Narrcwvband Dsplay is a FrequerTcy vs. /^rruth (FFV^ 
display. Lines seen on the FR^dsplay represent signals received at given frecjuencies arxl 
bearings. Signals centered on a specific bearing are contacts. These can be selected with the 
Selec±(Dn CXerlay The distarxie frornthe center of the display represents the frequency of the 
signal. The length cf each line represents the bearings at which the sane ftecpjency signal is 
received. This length ccDrrespcrds to the base cjf a peak cn the brcactend dsplay. 

OaEsrfication Wndcsw: The narres cf shipdasses with scxrd fiequerncy profiles sirrilartothatof 
the selected cxDntact's scxjnd signature are presented one at a tine in this window. Wnen a dass 
narre is selected here its scxrd profile is dsplayed on the outer weciges of the selecticn cxeriay 
when a contact is selected cn the circular dsplay See Selecticn Overlay belcw. 

Atow: Qickirng on these arrcws rrtxes backward and forward throu^ the list cf 
a\^lable profiles in the Oassification window. 

Select: Selects which array's signals are dsplayed inthe FFV^ dsplay. The <yl inch cal button 
is cn by defaJt ard Icxsted cn the bcwcf" tine siiDcxhirne The cxnforrral button is inthe rridde cf 
the cxjtJ i rne ard the "fCAAed Aray button at the rear of the SLiorrari rne cxjtJ i rne 

• Qick the desired rectarngletoselectthat array A raised ridge appears arcxrd the rectangle cf 
the selected array. 

Requency Scales Frecpjency scale on the FRAZdsplay runs from the center to the cxjter edge 
where the center is ^ro and the outer edge is whatever scale is selected on the Frecprency Scale 
selector dal. The def^t fiecpjency range is zero to 2000. 

• Qick the desired rnininer to switch to that ftecpjencyrarnge in the circJar dsplay. The dal mcxes 
to irndcate the fiec|jerncy selectee! 

Olisgt Requency: Dsplays the frecfjency at the location cf the cuscr. 

• Qickthe FFV^dsplayto seethefrecpjency atthat Icxation in the dsplay in the CLisor 
Frecfjerncy wirdew. 



CXerlay B earing DispJavs the bearing at the exact center to the Selection Oweriay 

IfackIDt aicking on a frequency line that has been assigned a tracker dsplays the alphancmeric 

desigTation for that cortac± in this windcwv. 

Selection Overlay 

The Selection Overlay acts as a ccrsor for selecting and designating cxntacts and for displaying the 
scxnd signatijre prefiles cf ships or v\eapons with sirrilar sigiatLres. 

An imaginary liriethrcxj^ the exact center cf the v\edge is the precise bearing indicator and its 
position on the cireJar display is seen in the CXerlay Bearing window. 

The SelectidTj Overlay is divided into thee parts or wedges. The center v\edge is used to select 
contacts. Position the center section d>er a cortact to select it 
• Qick the overlay arxiciag it to the desired location. 

■ aicking on an/ point on the cireJar display centers the selection indicator at that locatidn. 
V\hen a dxntact is selected, thedxjterweciges display the sourd sigretLie for whateN^ ship class 
or weapon is selected in the Oassificatidn windew. \Ahen ro contact is selected mthing appears in 
the dxjter wedges. 


Tracker 

Siyiatire of selected dass 


Narrewfoard Cbrtads 



To designate a contact and assign a tracker: 

1. Select a cdntad± by (lagging the wedge shaped selecticn overlay and pcsitioring the center 
sec±dn d>^ the ccntact To mcvethecAeriay, dick the edge cf the CA^ayarxl cfag it to the 
desired location. 

Z Place yxr CLTSor on dne cf the selected contact's frecfjency lines insidethe wedge and dick to 
select it Qick MfiRK You rray have to dick s^^ral times if the signal is weak. Atracker letter 
appears riear the freciuerTcy lire ard the ccntact's alphanumeric track ID appears in the Track ID 
wirdew when the fraquency line is selected. 

To dassify a contact 

\Ahen a dxntact is selected, its somd signatore displays in the center wedge cf the Selectidn 

overlay ard the somd signatire profile cf the ship dass named in the aassificaticn wirdew 

appears in the outer wedges cf the selecticn overlay. 

1. GDrrpare the frecjueiTcy lires cf the selected contact in the certer to that of the profile in the 
outer wedges. 

ZAi^ust the Frec|jency Scale Dal to see distinct ranges more dearly 


3b Qick PRB^OLB or ISE>0"t30 view any other prafi I es that yxr ship's corrpuber has selected ftorn 
the profile database. 

4b \Ahen yxj decide which profile most dosely rratches that of the selected contact that 

class name intheOassification window and make a rote of the Track I Dor bearing of the 
contact 

S GO to the Nav map to corrplete the dassification process. 

On the Nav Map: 

1. Select the syrrbol of the contact that you just identified in Narrcwbard. 

IsnE: If the contact that yxj Ite^edassified in Narrcwbard has not \et been assigned a Qntact ID 
(SI, S2 etc), a cxntact ID symbd does not exist for that contact on the Nav map. You can not 
corrplete the contact classification process on the Nav rrap until the contact has been 
assigned a Contact ID 

Z Rght-clickthe ccDTtact's syrbd to cisplay the Gortact rreriu. Select aassifyOcntact to dsplay 
the aassification dalog. 

■ If yxj have Just comeftomNarTcwbard, the last class name yxj Idt selected inthe 
Narrowband Profile Selector is highlighted in the Qass list when yxj select the same contact on 
the Nav map. 

ISDIE: You can dassify cxntacts in SM, Stadrriaierarxi Narrcwbard. The Oassification dalog 
highlights the name of the d ass that \ass rrost recentiy dassified by one cf these sensors 
when^er you select that contact on the Nav rrap 
3b^^igi a le^ of confidence in yxr classification. Qick LOW f'^HULMor H04 
4b /^ign an alliarce to the contact runr ai i im ii-RFgr isELITRAL or USMSOAM 
5b QickCK 

■ The dassificaticri yxj hraveassigred to the ccxTtact row appears in the Navigaticn Cata Dsplay 
ard the 3D model of that class appears in the 3D view when that contact is selected on the Nav 
map. 

DEMON SONAR STATION 



DB^ICN is an acronymfor Derrodulated Noise The CS^/ICN ftncticjn is used prirrarily todeberrrire 
the contact's speed. This is irrportant irfoirraticDn when establishing an acctrate firirrg sdution ard 
CDTTce deberrri red here the \alue can beertered in the speed field in yxr TMA sdution. \Ahile 
DB^ICN camot help yxj establish the specific dass of a cortact it can help ycxj narrow in on the 
type cf platform that is selected See Qassification using DEMCN later in this chapter. 

The main ccDrrporerrt of the CB^ICN Station is the CEMCN\Afeiterfall Dsplay.The v\aterfall dsplay 
separates the selected sigral into demodJated cxrrponents. Cn the dsplay, the horizontal axis 
represerts fiequericyarxlthexertical axis represents time V\hen a contact is selected its sigral 
appears as parallel \ertical lines in the v\aterfall. The rxirber cf lines that appear deperds on the 
rxrrber cf propeller bades the contact has. The line farthest left represents the shaft speed. Each 
line to the right of the "shaft" line represerts ere propeller bade The Seawbf CB^ICN \Afeiterfall 
Dsplay is seen here The DEMCN waterfall flnctionality is the same on all contrdlabe SLbs. 



To detemine a contact's speed accLrately, you rrust ha\/e dassified the a^ntact in NarTcwvband, 
E5M or Periscope The rxirber of tuns per knot pneduced by a specific dass is listed in the L5M 
Irforrration for that class. The steps for using DEMCM to deterrrine a contact's speed and hcwv to 
use DBVOM to deterrrine a contact's type are shcwvn bdcwv. The DB^ICN Station Interlace and 
button description for each siiD dass folloAS the instructions. 

To calculate the contact’s speed: 

1. Select the desired array. 


• Gick SB-ECr/^RRAf. Apanei ccjrtairiirig array buttors appears. Select the (desired array The 
selected button is geen Qick BOCK 

688 ( 1 ): 

• Aithe bcdJtorricjf thestaticn, dick the (desired sensor button (Dn the SLixraritTe cxitiitTe belcwvthe 
Selected Aray label. The button in the bcwv selects the Sphere Aray. The aft button selects the 
Tewed Aray 

AoJa: 

• Qick the (desired senscr button i n the SLierrari rre outi i rre utTcder the Aray Select label. The pink 
button in the bew selects the Cylirchcial Aray. The aft button selects theTbv\ed Aray A raised 
ri(dge rirrs the selected button. 

Z Sdec±the cijagiLl >c3uvwBrttDanBlvgiei (Senar trackers rrust be assigned to cortacds in 
Broactoand before they are available in CEMa\L)ldselectac(Dritac±: 

SeBRAJoH: 

• GicklROCIG^RB^BAfuntil the Contact ID and traedeer letter ficr the desired ccntac± appear in 
the DBVICN Cata Dspiay 

688 ( 1 ): 

• UhderAvailableTrackersdickthe due button associated with thedesiredcontacdi 

AoJa: 

• Uhcler DBVICN Dspiay dick the round sil\er button associated with the (desired cortact A red 
ring around the button indcabes that button is selected. 

INDIE: If thegarre is paused, no lines appear inthe waterf^l (display 



3b If necessary, ac^LSt the frequercy to better view the si grel. If the lines in the display seem to 
bltr together, switch to a Ic^A^freciLjercy rarige If the lines ciff the right edge cjf the display, 

increase the ffeiquercy range lb adjust the frecfjercy range 


• a ick ffiEQUBSCY SCALE in the button rratrix A panel with freciuerTcy djpticTB appears. 

• Qick the desired scale 

• QickBftac 

688 ( 1 ): 

• UhdierFreiCfjerxySdaleclicktherxrrbercjftheclesiredfreciuerTcyscaleThedial tuns to the 
selected nurber. 

AkLia: 

• UhderFrecj. Stale dick the rxirbercf the clesiredffeciueiTcy scale The dial tuns to the selected 
nurber. 

4b Set the TUtb te-WTotflPIO fa r tl'B known tafgflb The TPK for all ships in the game can be 
found inthe ULS. Naval Institute rrfererxafilefdr the platfdmn TbsetTurB Ffer Knot and 
deterrrine cdmacts speed: 


• Place the waterfall cuscrcA^ the line farthest 1^ 

• aickHJRNSPB^MSDrinthebuttonrratrix 

• Inthe panel that appears, dick either INCREASETRK dr CBO^EASETRK as necessary to set the 
desiredTPK\alue The selected \alue is seen in the Cfata Dsplay in the Tuns Per Krot field. The 
speed for the designated TPK is displayed in the Speed field inthe Cata Dsplay 

688 ( 1 ): 

• Placethevtefcerfall cusdr d>er the linefarthest 1^ Qick the bue Tuns Per Knot switch 
repeatediy to set the desired \alue for the krown cdntact The speed for the designated TPK 
displays in the Speed field. 

AkiJa: 

• Place the waterfall cuscrcAer the line farthest Idt 

• Qick the + dr - buttons in the Turns Per Knot panel to set the desired \alue for the known 
dxntact The speed cf the target appears in the Speed field belcwv the buttons. 

\Ainen you have dfeterrriined the speed tf the dortact, enter that speed in the TMA display for the 

selected dontact 

Using DEMON to determine a class type 

^deberrrining the rxrrber cf bacles on a contact's propeller, listening to the sounds it errits and 

observing the contact's behavidr you can make an edlucated guess as to the cdntad±'s type 

T Select a sdrer array as described abcve. 

Z Select a scnarcdntad± by di eking on a tracker button as described abo^ N^rtical lines appear 
in the waterfall. The first line on the 1^ indicates the shaft rotation speed The ether lines 
indicate individual bades on the propeller. 

3b If necessary, adjust the ffeciuency scale until the lines display dearly ard individually on the 
vteterfall. 

Use the following criteria to classify the selected contact: 

Vfessd^larfasrs: Typical ly three or four bades; noisy eften rraintains precictabe couse. 



V\feisKps:lypicallyfOLr orfix^badad propellers; cpieter, sircx 3 bTersoLrdthaii rrerclTarTtsh^^ 
pcEsiby Lnpreciclabe crxtse changes. 

St ij TBil n es: R\^or s©.^r>baded propellers; \^ry CM^t \A^Ten SLiDtrerged and at low speed; 
Lnpredictabe coLise changes. 

r i sKng Vfessel^Trawler^PleBSLi'e Q^fc Three- orfOLT-baded propellers; nbsy; erratic coLTses 
arxl speeds, froqueridy stoppirTg and starting. 

N 3 IE: Turns per knot for rrilitary and civilian sbps arefOLTd in LBM Florence. GickCMUANin 
theGDLrtrycolurTnthenthe rarreof thesbptypetDfirdTPKirforrrationon Qvilian sbps. 



SEAWOLF DEMON DISPLAY 


DemnW&berfall 


FiTeqLEncy Ran^ 


CQTon CEfa Dspl^ 


CQTDn Budin Matrix 


Sonar Stad on 
Sdedion Buttons 


Seawdfs DEMCN Cteta Dsplay arxl Matrix buttons are described below. Instructions for using The 
DB^ICN flnction are fOLnd abc^e. 

Seawolf DEMON Data Display 

Hits to- Kiob Dsplays the rxirtaer of tuns set using the Tuns Per Knot button in the DEMCN 
button rratrix 

5Sp m r t Dsplays the speed of the cortact as calculated using the Tuns Per Knot button in the 
DB^ICN button matrix 

IrackEn The tracker letter of the selected contact appears in tbs field when the Tracker Review 
button is dicked in the DBMCN buton matrix 

Gcrtact: The alpharxrreric Contact ID displays in tbs field when the Tracker Re^ew button is 
dicked in the DEMCN button matrix 

OsrReqLEticy: Dsplays the frequency at the location of the cuscr in the DBMCN waterfall 
display. 

Dcp i lncy Dsplays the bearing of the selected contact when the Tracker Review button is dicked in 
the DEMCN button matrix 

SISR Signal to Noise ratio of the selected contact 

Seawolf DEMON Button Matrix 

Select Arr^: Dsplays a panel fcr selecting wbch sensor's signals are displayed in the DBMCN 
\Afeterfall when the Tracker Review is dicked (Sphere (Drlcvved) 



IfackET ReMetM Qickingtlis button cydes through the cmLacls that ha\^ trackers assigned in the 
Broactand Nation. Cbntact inforrration displays in the CBVKUM Cteta Dsplay in the Tracker, CLrsor, 
Bearing arxl SI\R fields. 

Requency Scales Dsplays a panel fcrselectirng the frequency scale in Lse inthe DB^ICMVNifeterf^l. 
(20, 50 cr 120) 

Hits F^Kiob Dsplay a panel for acfLEting the Tims 1^ Khct settirng fortheselectod contact 
(IncreaseTRK ard DeoeaseTRK) 

688(1) DEMON DISPLAY 


Scnar Staticn Selection Buttons 



Drections for using the DB^ICN dsplay start on p. 78. hfere the 688(1) CBVKUM station buttons are 
described. 

A«laUelmckers: The trackers assigned in Broactand appear in these fielcte. If no trackers are 
assigned in Broadbarnd for the selected array, nothing appears in the tracker fields or the waterfall. 

• Qickbuebuttonassociated withthedesiredtracktoanalyzethatcontact'ssignal intheDB^ICN 
waterfall. 

DB^iCNV\£iErf^l: The signal from the selected contac± with theAxailableTracker button is brol<en 
into its derrodLiafled corrponerts. The selected frequency range scale is seen at the bottom A 
\ertical line cusor appears abo^thewefterfall.ThecLisorcan be dragged 
Sonar Staticn Selection Buttons: Qick the appropriate button to switch to that sonar station. Hold 
yoLT CLisor c>er a button to dsplay the inarre of the station reached by selecting that button. 
Requency Scales Selects the frequency scale to use inthe weterfall. Qick the desired nurberto 
switch to that ftec|jency scale The dal rrojes to that pcsition. 

Ousor Requency: Irxicates the frecfjancy at the location cjf the \ertical CLisor in the waterfall 
dsplay. 

Hits to- Kiob Qick the blue switch (+ to increase or - to decrease the rorber) to set the krown 
terns per krnct cif the selected contact in the Tims 1^ khet wi refcw. (fou rrust classify the contact 
in Narrowband, ESM, cr Periscope then look cp the LBM irfcrrraticDn on that class to detemine the 
correct terns per knot \^lue to erter here) 

Spoact The speed for the selected contact dsplays here when the ctrscr is placed on the line 
farthest Idt in the waterfall ard the accijate rTLrrtaer cf terrs per knot for that ship class is 
entered in the Terns Per Knct wirdew. 




Selected ^Vray: Select Sphere or Icwved to make the signals frarnthat array available in the 
Avai I able Tracker fi el ds. 


AKULA DEMON DISPLAY 



DrectioTB for using the DB^ICN Dsplay start on p. 78. Here the A<ula's DB^ICN station buttons are 
described. 

IrackET Selectors: These si l\^ buttons are used to select which contact's data is cfspla^ed in the 
waterfall. Qick the button associated withtheGontact IDyou wish to anal^^e The selected button 
is rimred in red. (If no trackers are assigned in Broactard no COrtact \Cb appear in these fields.) 
Arr^ Select: Select the aft button for lbv\ed or the bow button to place odi tacts fforn the 
cylindical array in the tracker fields. 

Sonar Stadcn Selection Buttons: Qick the desired button to switch to that sonar station. Place yxr 
CLi^or a buttxDn to dsplay the name of that station. 

Requency Scales Selects the frequency scale to use in the watierfall. Qick the desired rorberto 
switch to that fiequency scale The dal moves to that position. 

TUtb te-Wiol: Qick the red + button to increase or the red - button to decrease the \^lue 
dsplayed in the Turns Per Knot windcwv. (You trust classify the contact in Narrcwbard, ESM, or 
Periscope then look Lp the U S. Na\^ Institute infbrrration on that dass to deterrri re the correct 
tuns per knot \^ue to erter here) 

5y m r t The speed for the selected contact dsplays here when the cusor is placed on the line 
farthest Idt in the waterfall ard the accuate riurber of tiurs per knot for that ship class is 
entered in the Tuns Per Knot wirdcw. 



ACTIVE SONAR STATION 



MEDIUM FREQUENCY (MF) ACTIVE SONAR 

TTiespherical/cylinctical array in active mode is used to debact and track catacls. Echoes frarn a 
single ping or a series of pings are used to detenrine an object's bearing and range. InforrrBtion 
froma nTBciLJTifrec|uency acti\e search is serit to the TMA station for use in plotting a firing 
solution for the g\en contact \Aiilethis irnforrration is \ery us^li toyxj, it comes at a price. 

Lfeing activesonar g\es av\ay yxr bearing and alerts any ship inthearaa to yxr presence The 
ship rrayv\ell asstire you ha\e hostile intentions sirce active sonar is used prirrarily for targeting. 

HIGH FREQUENCY ACTIVE SONAR (HFAS) 

Frequency active sonar (hF^) has a shorter range and can detect smaller objects than 
nnaciLrnfTequency active sorer \Ahen you nxet navigate a rrinefield, h-F^ can be used to locate 
and mark nines near yxr ship. Chcea nine is located, rraneu\er qJcklytoa\oid it by the largest 
possibe margin. Driving slcwly will you the best reaction time Marking the nines helps you 

keeptrackof the location of the nines stxxjid you need to tra\erse the field again when you lea\^ 
the area. Cne method to find a safe route is to follcawarcther ship's path. \-FAS is also le^U for 
a\oicing dangerous ice ridges duing under ice operations. 

A single ping is not appropriate for nirieaNoidarcether^bre hi^frec|jerKy active scnartrarTsirits 
continuous pings. Aways keep in rrind that rrariy ships and SLimarines can detect any active 
sonar transnissions. 

USING MEDIUM FREQUENCY ACTIVE SQNAR 

Instructions for using the A±ve Sonar Dsplays are described belcw. Adescripticn erf the buttorTS 
and fields on the ATive Stations for all controllabe subs follows the instructions. 

Regard ess of the shape erf the efisplay, the A±\^ sonar wori<s the sarre way on all controllabe 
siiDS. Seawdf and 688(1) dass siios ha\^ a rectarTgJar display wble the Actia's acti\^ display is 
dretiar 

The dsplay shows the resuits erf active sonar echo ranging. Speckled areas represent echoes from 
the ccean background, r^erberatien, in general. The area erf bank space represents the area 
bebndyoursbp active sonar baffles. Since the signals trarrsrhtled friom your bewv array carrxt 
reach the area behind your sbp, ro echoes are retuirred from that area. 

SEAWQLF AND 688(1): MF ACTIVE SQNAR DISPLAYS 

The area at the bottom of the A±\e Dsplay represents objects closest to your sbp. The horisDrtal 
line at the top represents bearirng. The dsplay updates from the bottom up. Each subsequent ping 
replaces the oldest data with the newest The SeavwDlf's A±\o Dsplay is seen below. 




AKULA: MEDIUM FREQUENCY ACTIVE SONAR DISPLAY 

In the^^kUa's drc Jar display the area clcsest to the center represents objects dosest to your ship. 
The cirde represents bearing. The screen updates from the center ouL Each sJDsequert ping 
replaces the oldest data with the newest The /^kJa's A±ve Dsplay is seen below: 


Bearing Indcatar 
drsoT' 



ACTIVE SONAR CONTACTS 

contacts appear as bri^Tt spots on the acti\^ dsplay A metallic ring is heard as each cmtact 
dsplay. The acti\^ dsplay shows a ftxr-ping hstory which is usdU in detecting contacts with 
v\eaksigTal strength 

ThecLisor in the acti\^ dsplay corsists of a cirde (in theA<Jas) or a square (in both the Seavwolf 
ard 688(1) dass subs) attached to a vertical line that indcates a specific bearing. The dstarx^ of 
thecLTSorfromthecenter of the cirde or the bottom of the dsplay represents its range from 
Owrship. The position of the x^rtical line on the Bearing Indcator represents the bearing of the 
CLisor. To mcve the cuisor, dick the square (or cirde) and ciag it to the desired location on the 
dsplay. 



To Determine a Contact’s Bearing and Range: 

• Drag the ctrsor to center it a contact 


■ The contact's bearirig arid rarTge appear diriecdy belcwv the acti\^ display in the Crsr Brg arxl 
Qsr Rng fields. Range is gi\^ in yards. 

6881(1): 

■ The cortact's raiTgearxl bearirtg dsplay in the Rariga'BeariiTg GDrtral area of the screen in the 
Yds and Deg fields. Range is gi\^ in yards. 

AkiJa: 

■ The contact's range ard bearing display in the lov\er ri^Tt of the screen in the Range (M) ard 
Bearing wirdcws. Range is given in maters. 

To track a contact with Active Sonar: 

1. Select a Range Scale Longer Range Scales are appropriate for initial search Cnee a contact is 
detected, you can aclust the Range Scale of SLiDseciuent pings in order to get higher resolution 
ard accLiacy. Selecting a new range halts continuous transrrissions. 'rbu rrustdicktrar^rrit 
again to resurre trarTsrrissicrB. 

SesRAJolf: 

• a ick RANCE SCALE on the Senar button rratrix 

• In the panel that appears, dick the button cf the desired range The nurtaers irdcatethousards 
of yards. 

• Qick BPCK. 

688(1): 

• Qick the rxrrbercif the desired range on the Range Scale (KYD6) selector. The dal rrcAes tothe 
indcated position ard the selected range scale is itTplerrented in the A±\te Dsplay. The 
rxirbers indcate thousards of yarcte. 

AkLia: 

• Qick the rxrrbercif the desired range on the Range Scale (KM) selector. The dal mc^es tothe 
indcated position ard the selected range scale is itTplerrented in the A±\te Dsplay. The 
rxrrtaers irdcate kilorreters. 

Z Sdec±tiai' En is si on mDctes Siri^ecr COrtirxjous pin^. If Single is selected, only one adi\^ sonar 
ping is transrrittecl \Ahen Gontinuous is chosen, acti\te sonar pings are transrritted at a set 
irterAal intil the switch is reset to Single cr you change the range scale 


• QickTRANSrTTTVPEc)ntheA±\aScrBrButtonMatrix 

• In the panel that appears dick SINCIE or OCfsIflNUOLE as desired. Qeen indcates the option is 
selected. 

• Qick BfiCK. 

688 ( 1 ): 

• Qick SINC3E cr OdslTINLJCLE as desired in the Echo Ranging panel. 

^ikda: 

• TheAcLia has separate buttons to transrrit sirigletxcoritiriucius pings. The button dicked in the 
next step deterrrines transrrission mode 

3. Transrrit the sigial. 


Gea wotf: 

• aicklIWsBI^TrcrttheA±\^Sc)rwbLitonrTBtrixThetypecjfsigTal setinthepr^OLBStiepis 
transrrittnri 

688(1): 

• aickTfWJSTTTtoserxJ signals cf the selected intheac|acent toggle switch 

^ikiia: 

• QickeitherTIWsBI^TrsllSO-EcrTPAI'BrTroCIsinNLJQLBasdesireclThedesigTatedtypeaf 
sigial is transrritbed. 

NOIEilostDpthetrar^rrissicri cf ODTitinuous pings on anycf thesLixrarines, dick again on the 
TRAN5MT button. 

4k GondLctathorau^seBrcK For search pupcses, mJtipletransrrissions are required to 

deberrri re whether or not cortads are present with anyde^^cfc^itairty A id contact will 
give consistent visual retLins that are bri^Tter than backgornd noise or r^erberations. The 
audio relun will ha\e a distinctive metallic ring to it and will becistiriguisledefTemthe 
backgoLTd noise 

S Place cu-sGr cn taigd: V\hen a potential active rdim is seen cn the display, position ctrscr by 
clicking and degging it to position it on the target Boiththe rarigeard bearirig of the pcteritial 
contact will be displayed. 

6L rubric target Qick MARK to assign alphanurreric COntad± ID to the selected contact Chcea 
selected contact has been marked once selecting it and dicking Mark again sends an update cf 
the contact's range ard bearing toTMAard the Nav trap. 

7. Desigiabelaigab 
Seawctf criy: 

This furdion assigns an alpharxireric Contact IDard a tracker to the contact The tracker 
autrrratically serds gdated irifbrrretidnfdr thecdntacttoTMAas long as there is a continuous 
a(±\e sonar transrrissidn. 

• Drag the CLfSor to position it d>er the cdntact then dick CESK3M5IET3ARCErte) assign a contact 
IDard a tracker. The IDard tracker are not assigned until after the next ping. 

N3IE: The spherical array has dnlyfoor trackers. If you have all fdxr trackers assigned in 

Broactoard or Nanewbard ard olesignate a target in Adi\e Sonar, the ddest tracker is 
removed ffoma Broaotard or Narrowbard contact for use in Aotive 


SEAWOLF: ACTIVE SONAR STATION 

Irstmctions for desigTating a target using Seavwolf's Medum Frecfjency Active Sonar are described 
in Lfeing MF A±\e Sonar aboe. The use of Seavvolf s Ftec|uencyA±\e Sonar is described 

fdlcwing a bri^ description of the Adi\e Sonar Cteta Dsplayard Button Matrix By d^aJt rrediLm 
frequency acti\e sonar is selected in the Fiec|jency options on the Button Matrix Fever options are 
a\eilable in the Button Matrix when Hgh Frequency is selected. 



Seawolf Active Sonar Data Display 

IrackEn Dspla^ the tracker letter of the selected contact when the (tracker) R^ew button is 
dicked in the button rratrix 

Gcrtac± IDi Dsplays the Gontact ID of the selected tracker when the (tracker) F^view button is 
dicked in the button rratrix 

ImckET Bearing Dspla^ the bearing of the contact that is assigned to the selected tracker when 
the (tracker) R^ew button is dicked in the button rratrix 

Raquency: Dsplays the type of frequency selected with the Frequency button on the button rratrix 
Medium or Hgh MedLmis selected byddaJt 

IrarsiTit: Indcates thet^^Deof transrrission to be produced vvhen the Transrrit button is dicked: 
Single or Gcntinuous. The t^^De of transrrission is selected with the Transrrit Tvpe button on the 
button rratrix 

Seawolf Active Sonar Button Matrix 

DsplayGerter: Dspla^ options for setting the center of the Adi\e Dsplay Select North to center 
the dsplay at CXX). Select South to center the cfisplay at 180. 

Raquency: Dsplays options for selecting either Medcmor H^fiec|uericyscrBr errissicTB. 
DesigiHtElafgat WnenthecLTScr is oer a\alid contact, diddngthis button assigns a tracker to 
the contact and also assigns it an alphancmeric contact ID (SOI, S02 etc.) Cata on the contact is 
serit to TlW^ard the tracker autorraticallyserds Lpciates toTMAas theyare recei\^icl 
ReMevvfi Cydes throu^ all assigned trackers. Infbrrration pertaining to the selected tracker 
appears in the Data Dsplay 

rubric Assigns a contact ID and sertds data on the selected contact to TMA and the Nav rrap. No 
tracker is assigned. 



• EnsLretlTat the CLTSor is certia^ on the iTDSt recent rebJTifrcrn the ODntactarxl click if 

you are in single ping mode it makes nrre sense to Lee the Mark fljTcti on rather than the 
Designate Target featua so as not to waste a tracker 

l^nge Scale: Display optiore for s^rig the rraxitTLrnrarTge in theAiive Display. Nurbers are in 
thOLEands of y^^ds (5, 10, 20, 40, 80). 

IrarEiTitl^De: Dsplays options for selecting the type of transrrission >ou want to send: Single ping 
oroDntinuoLe ping. GoritiriuoLe tiarerrissiorB coritirTueto pirg urtil yxj stop it This selects only 
the type of transrrission. It does not transrrit the sigial. 

IfarErrit: Qick to transrrit a si^^ of the type selected with the Transrrit Type Button. The type of 
transrrission that is selected dspla^ in the Transrrit field in the Aztive Sonar Data Display. To stop 
a continuous ping, dick Transrrit again 

SEAWOLF: HIGH FREQUENCY ACTIVE SONAR 

FaAer flnctions are available in Hgh Frecfjerxy rrode Marking contacts in this mode places 
markers on the Nav map but does not assign a Contact ID or send irforrration toTMA Seawdf can 
detect contacts tp to 5000 yards with this sensor. Hgh frec|uency returns prcMdes an outline of ice 
keels making it ax^uabetod for urder ice operations as well as navigating rrine fields. 

To Activate HF Sonar: 

• aickR^QUBSCY’intheAztixeSornarbLJttonrnatrixThefrequerTcyopticrBappearintherratrix 

• Qick HOH then BflCK The hF button rnatrix^DpeaE. 

NC3IE: continuous pings are transmitted as soon as Hgh is selected and contacts appear in the 
A±\e Dsplay irrmaciaftely You trust dick BtfOCto access the hFAS button matrix and the 
rWK button 

The High Frequency Button Matrix 

This button matrix cortai ns only two buttons. 

Requency: Dsplays options for selecting either MedLmcr Hgh frequerxy sonar transrrissions. 
Marks all contacts detected by the senscr and places a marker on the Nav map for each 

cne 

Marking Contacts with HF Sonar 

• Qick MftRKonce A marker is placed on the l\bv map for each cortact detected by the sensor 
INDIE: It is net necessary to select caHacls with the Bearing^Bange cursor to rrark them or to dick 

rrore than once 

To return to Medium Frequency Active Sonar view: 

1. Qick ffiEQUBsCY on the button rratrixto<dsplaythe Fiequerxy optiors. 

Z Qick ^BaUMthen BfiOC 


688(1): ACTIVE SONAR STATION 

The 688(iys N^frecjjerxy scrar inberface is located cjn the Ship Gortral Station. That hi^ 
ftequercyflrction is described inriiBciately after the description of 688(l)'sAdi\^ Sonar station. 
Instructions for hcwv to use the active sonar forction is contained in Ship Stations^Sonar 
Stations^Lbing MeciLm Frequency (MF) Adi\e Sonar on p. 83. 



Sonar Station Selection 
Buttons 


EchoRangng Cpticns 
Transrrit Button 

Range Scale options 
Bearing Range Readouts 

Mak 
Track ID 


688(l)'sAdi\e Sonar Station contains the fol lowing buttons: 

Sn^Q^CcrtinuDLE Ibg^ SvuHche G ick the desi red vtord to select either si n^e or ox^nti nuous 
trarerrission rrode In Sin^e rrode a sin^e ping is transrrittecl In Gontinuous mode pings are 
transrritted ontil yxj change the setting back to Si n^e or chartge the range scale 
IfarErrit: Gick to transrrit acti\e edx> ranging signals of the type selected with the ac|acent 
toggle Gick again to halt the trarerrission of (tonti nuous signals. 

ISkxth Certay South Center: \Ahen North Centered is selected, thedsplay is centered on bearing 
000. \Ahen South Centered is selected, the ofisplay is centered on bearing 180. 

F^nge Scale (lO^DS): Selects the maxirrLm range in the A±ve Dsplay. lb select a range scale 
dick the rxirber of your choice 

tenga^B EEM in g Coritrols: YC6: Dsplays the selected contacts oistarx:e frornOwrehip in yards. 
tenga^B EEn I ng Coritrols: CEQ Dsplay the selected contact's bearing. 

• lb select a contad; rro^ the square cltsot OAer the contact 

r^bflcy^igns a contact ID and sends data on the selected cortacttolT/IAardthe Navrrap 

• BnsLre that the cltsot is centered on the most recent retijn from the contact and dick MARK 

• Select a prs^OLBly rrarked contact and dick MARK again to gxiate the contact's range and 
bearing irforrrBtion inTMAaixl on the INbvrrap. 

Ifack IDt ShcwNS the alphanLireric desigiation of a rraiited contact — SOI, S02, etc. 

688 ( 1 ): Hgh FrequerxyA±\^ Sorer 


688(1) HIGH FREQUENCY ACTIVE SONAR 

The 688(l)’s High Frequency Sonar controls are located in Ship Control. 



To use 688(l)’s High Frequency Active Sonar (HFAS): 

Press B cr select the Ship Ctrtrol Station ftcim the pop-tp Stations menu to moue to the Ship 
GbntPDl Station. The \-FAS system is locabed in the certer portion of the station. The toggle switch 
activetes the Frequency Sonar System (hFSS), which is used to detect srrall cfcjects and ice 
keels at short range 

The Frequency Sorer screen shows the location cf any object near ycxr SLixrariiTe's bcwv. If 
an object is close enou^ clicking on it designates it as a FF sonar contact on the Nav map: 

• aickClMto activate the Hgh Fiec|jency Sorer System 

• To mark contacts (such as nines), point at the object and dick on the olqect Map rrarkers 
appear on the Nav map indicating all FF Sorer retems. No Contact ID is assigned ard ro 
irifbrmation is sent toTMA 

AKULA: ACTIVE SONAR STATION 

IrTStructioTB for desigetirng a target usirngA<Lia's MeciLm Frequency A±\^ Sorer is included in 
Lfeing MeciLm Frecfjency (MF) A±ve Sorer on p. 83. IristnjcticorTS fbrthe usecf A<aia's Hgh 
FreciuerxyA±\^screrfollcDws a brief description of the Adi\^ Sorer Station buttons and panels in 
this section. 



Active Display: ShOAS restits of active sorer echo ranging. Lbe cf this dsplay is explained in Lbing 
Medum Fiecfjency (MF) Active Screr on p. 83 

Serxis range and bearing cf the selected contact to TMA and assigns an alphanLmeric 
contact ID to the contact 

• To select and mark a contact pcsition the cursor ever the ccDrntact and dick MARK 
IfackIDt ShewNS the alpharnurreric icierntifier for the selected corntact 



ScrBrStatiGnSelectiGnF^nei: Oick the desired butbari to s\Aitx:h to that Screr Staticn. Duing 
gamsplay hold volt cltsot the button to cisplay the station narre. 

IfarEiTit: Qickthis button tt> trarsrrit a single ping. 

IfarEiTitGartirijais: Qickthis button to transrrit continuous sonar pin^. lbstDpacti\^ 
transrrissions dick the button again. If yxj switch the range scale while transrritling continuous 
pings you rrust restart transrrissions. 

I^nge Scale: Sets the iraxirrLm range in the A±ve display 
F^nge: Dspla^ the range at the location of the A±\^ Dsplay ctrsor. 

DcEM i ncf Dsplays the bearing art: the location of the Ati\^ Dsplay cursor 

AKULA: HIGH FREQUENCY ACTIVE SONAR 

The A<da's Hgh FrecfjencyA±\^ Sonar (hF^) shares a screen with the L|:>Aerd looking Hgh 
Frecfjency Uhder Ice Dsplay The Requency Active Scrar Dsplay can only be reached from 

the Periscope Station. \-FAS is useful for traversing nine fields and when operating crder the ice 
The AkUa's \-FAS has a range of 3500 yards. 

To activate Akula’s High Frequency Sonar: 

1. Press H or select the periscope ioDn button in the Stations rrenu tn rrcA/e to the Periscope 
Station. 

Z Qickthe ICE DSPL/Sf button to rrc^e to the Hgh Freciuerxy Dsplay 

3b Qick PCRV\filOLOCMNGintheAJigTrrert; F^nel. h-F^ retLiris from in ffort: of the ship appear in 
the cisplay screen Qick LRAARDLOCMNGtr) use sorer retuns to judge ice thickness abCA^ 
yxr ship. See hip Stations^Uhder Ice Dsplay on p. 45. 

Marking contacts in High Frequency Active Sonar: 

• Qick the \-FAS Dsplay to place a marker on the Nav rrap for all contacts detected by the sensor. 

No contact \Cb are assigned to \-FAS contacts and no inforrration is senttoTMA. 

ISDIE: For irTforrration on avoidng ice and tncler ice rrissions, see Ship aations/Uhder Ice Dsplay 
on p. 45. 

ACTIVE INTERCEPT SONAR STATION 



The Active Intercept Dsplay alerts yxj to when another shipt siiD, cippirng sornar or scnobOLV is 
trarnsrrittiiTg an active sornar piing. It prcvides the bearing of the transrritling entity as well as the 
frequency between pings, the age of the last signal and the strength of the signal. Krowirng the 
signal strength can assist you in deberrrining the relative pnoxirrity of the acti\e sonar soLice. 
Seawdf also prcMdes the Signal to Noise ratio of the selected contact 

A±ve Intercept operates the sarre way on all corntrdlablesLiQS. \Ahen Active Intercept detects an 
active sonar ping a line is seen on the acti\e intercept cisplay on the bearing of the contact The 
strength of the signal is represented as colored lights cfirectiybdcw the cisplay that ascend from 



g^een tr> red as tine signal grws in stiengtK 

ALL SUBS: BUTTONS AND LABELS 

The fdlcwvirig fields and buttons are seen on all slJds e>«ept: as rcted: 

Requency: Displays the frequency of the irtercepted signal. 

DcEM i ncy Dsplays the beatiing of the iribercepted signal. 

SISR Dsplays the Signal to Ndse redo for the selected (tontac±. (Seavtolf only.) 

IrtbErvol: Displays the inbeiA^I bdvveen the last tvto signals. 

Ages Dsplaysthetirre in sectonds since the last signal. 

Wnen a contact is detected and visibe on the A±ve Intercept Dsplay, dicking the Mark 
button assigns a Cbrtact ID to the signal and sends the bearing irnfbrrration toTlMA Each tirre that 
you dick rrark when the signal is selected, the CLirent bearing of that cxntact is sent to the TMA. 

• lb select a signal, dick the signal lines intheA±ve Intercept Dsplay The cursor rrcxes to mark 
that bearing Wnen the contact's signal is selected, dick MARK 
S^ibI Strengths I nd cates the strength of the selected signal. Qeen indicates a weaker signal, red 
a stronger one 

Active IrAercept Dsplay: A line from the center of the drciJar dsplay to its outer edge indcates the 
bearing of an intercepted signal. The thicker the line the stronger the contact 

SEAWOLF: ACTIVE INTERCEPT STATION 

The SeawDlfs A±ve Intercept Station is seen below. Buttons and labels are described etch^ 





688(1) ACTIVE INTERCEPT STATION 

The 688(iys A±ve I nberc^pt screen is seen belcwv. Buttons and labels are described in Ship 
Stations^Sonar/Active Intercept Sonar StatiorVAl Scbs: Buttons and Labels on p 92 


Mi\/s lrteiT:e| 3 t cortact 


AKULA ACTIVE INTERCEPT STATION 

TbeAcJa' A±\e Intercept screen is seen belcwv. Buttons and labels are described in SNp 
Stations^Sonar/Active Intercept Sonar StatiorVAl Scbs: Bjttons arxl Labels on p 92 




SSP SONAR STATION (SOUND SPEED PROFILE) 



The SSP Station cfsplays the speed at which solixI is transrritted at \^ous v\eiter terrperatLies 
and depths i n the area arocnd Ownship \Afeter typically fbrrrB distinct lasers of density which 
profcxrdly affect sonar transrrissions. \Afermer, less dense water forrrs the tpper sirfecte duct — 
belcw this, terrperatLres fall off sharply arxl density increases. The ^ect of this process is socrd 
gererated in ere layer doesn't terxi to transrrit easily to the c*her layer, ard vice \ersa. A: the 
begiming cf any rrission, always check the depth at which the scrface duct separates from the 
Icwertherrral. 




If for OQrrple the thermal layer is at 350 feet ard you are abo^ that depth, you may ha\^ 
dfficJty detecting otjeds below 350 feet Aiy enerry siiD iLrking below the layer may also ha\^ 
dfficJty detecting you" ship 

The Sound Speed Profile is created from iiYorrrati on retLinedfroman Expendable 
Bathythermogeph (XBT) probe V\hen lauTched, this probe reports depth, terrperatLre and sound 
speed information in both g^ph arxJ table form Steps for generating a SouxI Speed Profile are the 
same on all controllable SLins. 

LAUNCHING AN XBT PROBE 

V\hen you enter the SSP station the last received res Jts are a\ailable These steps clear the 
existing profile and initiates a new y<BV readng. 


• Qick LALNCHinthe button matrix The layer depth is reported inthe CBta Dsplay area abcxe the 
butt]on matrix 

• To change the range seen in the gaph, click CHQNCECB’n-ISCAL^ dick the desired number 
then dick BACK 

688 ( 1 ): 

• aick)®r. The layer depth is rioted at the bottom of the dipbcard. Ycu camot acfLEt the depth 
scale on the 688(l)s. 

AkLia: 

• QickXOT. The la^er depth is roted atthe bcttomof the ixtepad. 

• To change the depth scale in use on the graph, dick the desired nurber inthe Depth Scale 
Panel. 

Updated iriformation does not appear instantly on the screen. The XEfT probe rises to the suface 

and then descends before it begins reporting This may resiit in a delay b^ore the SSP gxiates. 

NC3IE: CXje to varyirig water terrperatLres at locaticnsarourid the world, a dsti net thermal layer is 
notalwa^ presort. 

SEAWOLF: SSP STATION 



SoLnd Speed Profile Dspl^ 


CE^aDspI^ 
BuBm Matrix 


Scml Rofiles Displays in gaph and table forrrat the terrperatLres arxl speed data for the 

area arouxi Ownshipi This data is not updated autorratically. Ycu trust lauxrh a new probe to get 
tpdated information. 



Data Display 

L^er Depthe Ctepth cf the therrral layer as reported by the last XETT probe 

Button Matrix 

Qwige Depth Scales Qlcking this button displays a set of options to set the scale viewed in the 
goph. Choose 500, 1000, 2000, or 4000 feet 

LaLnchXBI: Oickto laench a new Expendabe Bathytherrrogoph O^T) probe 
Scrar Staticn Selecticn BUUms: Gick to rro^frornorie sorer station to arother 

688(1): SSP STATION 



Scml Speacinofiles Dsplays a representation of the therrral layer in goph format 
Sonar Station Selec±on Buttons: Qick the desired button to rrr^^ from ore sorer station to 
another. 

Depth (Ry 5 ^ T nn rl (r/Fsec): Dspla^ the depth and soltcI speed reports from the last >®T probe 
L^er Depths Cepth of the therrral layer as reported by the last XETT probe 
XEPI: Qickto laench a new Expendable Bathythermograph (XBT) probe 



AKULA: SSP STATION 


Qian^ Depth Scale 


Depth Scales Dsplays the depth scale options forthe^P gaph in the Soend Speed Profile dsplay. 
• Qick the desired nurtaer to set the gaph at 150, 300, 600, 1000, or 1500 meters. 




Scuxl Speed F^xDfile: Dspla^ a rep-esertatic)n of thethenral layer in g3ph format 
Sonar Station Selection Buttons: Oick the desired button to rrc^^ from ore sorer station to 
another. 

Depth (nY 5Sp m r l (nfsec): Dsplays the depth arxl solixI speed reports from the last >®T probe 
L^er Depthc Cepth of the thermal layer as repotted by the lastXEfT probe 
>®I: Qickto latnch a new Expendable Bathythermograph (XBT) probe 

UUV SONAR 

The ULN/itself appears as a contact in the Broadoand and Narrowbarxl Dsplays but ULN/ sonar 
retims are not viewed in the Sorer Sute ULN/ sonar contacts display on the Nav and FireGontrol 
maps and inTMA. For irforrrBtion on this sensor arxl its Lse see Special Cperations arxl 
FtocedLTes/DeployirTg ULN^ on pi 149. 

TARGET MOTION ANALYSES (TMA) STATION 



At the Targe: Motion Analysis CTMAO station, data fhomyour serisors are used to detjerrrine a 
cortacts bearing, range, speed and coLiseThis inforratiort called a target solution or sirrply the 
solution, is necessary to accLiatiely target a contact with yocr ship^s weapons. 

The alpharxrreric designations of all contacts appear in a chop-dcwn list on the TMA station. 
Selecting a coritact from the list displays a history of bearing lines forthat ODritact ontheTMA 
board. 

INDIE: \Ahen a sorer tracker is assigned to a cortacL bearing nxiates are autorratically sent to the 
TMA board Wile radar, KM, sin^e-ping active sonar ard visual contacts appear in the list, 
these contacts are not nxlated on theTMA board tnless you physically mark them again 
The h story for these cortacts may contain oriy one line itxrAjto- Radar Qewrran, when 
a(±\ebed, serxte Lpdates for radar contacts as long as the radar is on 
The first letter of the contact designation represents the soLire of the data: Sfor Sonar, Rfor 
Radar, Vfbr visual (Periscope arxl Stadrreter), and E for KM. TMA bearing lines are aior coded to 
irxicabe its soctee 


Bow scnar arr^: 

Wite 

hUI scrararmy: 

Blue 

lowed scrar arrays: 

PLrple 

Active scran 

Qeen 

rteiiscope or E5^^ 

Red 


Yellcw 

ULV passive scrar 

Wite 

ULV active sorer 

Qeen 





HOW DOESTMA WORK? 

Target Motion Aialysis is a process by which a aDntacbs axise and range are estirrated using 
tirred bearing readings and an estirrate of the target's speed. A; the TIMA Station yxj exarrine 
a\ailable sensor data on a contact and de^op possible or trial target solutions. 

SLppcsevocr SLi^rraririe is stationary and one of yxr passi\e sonar sereors is tracking an 
Lnkrown contact If attvw>rrinute inbeiA^s you axdd ctaw a lire frarriyxr ship alorg the bearing 
at which the contact is detected, it \AoJd looksorrething like the dagrambelcwv. 


10KTS 



\Aien LEing passive sonar, the exact range of the contact is not kncwri S^eral solutions for the 
targd night rratchthis bearing f^. exarrple the cortact coUd bedosetoyou rrcMrg at 5 kts 
or twice as ftornyou and rrcA/ing at 10 kts. If you knew the speed at which the cortact is 
traveling, its range and coijse can be estirrated. 


10 KTS 



A new factor is added to the bearing rate (change in bearing oer time) when yeer ship is rrcA/ing 
as well, hbweer, the prindple rerrains the same. 

Che concept sii^rTBriners frequertiy use is that of lead arxl lag axrses (legs) for OMTship. A lead 
coLTse is one where OAmship's coLi^e and the target's couEe are on the sarre side of the line of 
bearing. Wth a lag coerse, the target's coerse arxl Ownship's coerse are on opposite sides of the 
line of bearing. In theckawirg belcw, Ownship has a lead coLise on possible solution A arxl a lag 
coLTse on possible solution B. 


Rant C where tine lines of bearing arss indcabes the iraxiiTiaTjreiTgefbr lead oajrseaaTtactA 
and a nitinTjrirarTgefor lag coLrse contact B. 

As >ou can see in the clawing, >ou cannot initially be sire whether you are leadng or lagging a 
contact You can deberrrine this after yaj tun ycLr ship to a couse on the opposite side of the line 
of bearing. 


POSSIBLE SOLUTIONS 



^changing yxr ship's aatiibutiontDthe beariiTg rate you can rrathematically reduce the 
nurrber of possibe solutions for the availabe data. You do this by changing the couse and/or 
speed of you SLiDrrarine The rrore you charrge you ship's a^rtribution to the bearing rate the 
more ctarratic the change in the data. In most cases the leg with the larger bearing rate indcates 
a lag couse Fora broacband contact this may be easier to see on the sonar v\aterf^ I dsplay 
If the contact rraintains its ccuse and speed and the sonar bearings are very accuate (they may 
rxtbefbrvveakccxTtacts), t\AOcr three OwTshipirarreuers, or legs, will resJt in a single pcssibe 
solution if the rraneuser produces a moderate change in bearing rate 



Lfeeall a\ailabe irrfbrrraticDn when creatirig you trial sduticDns. If aninbel rressageirfcmsyouthe 
cortact is on a specific ccxise or traveling at a specific speed, enter these \alues in the trial 
solution fields. KhcwiiTg a second \alue, such as speed, elirrinates a large nurber of pcssibe 
targd: sdutiers. Chce a contact is dassified, determine its speed Lsing the DBVOM fuction in 
Sonar 

THETMA BOARD 

The TMA board is Icxabed in the LfDperldt area of the Tl^iAStaticn. The beard dsplays a 
represertaticDn cif Owrship, a bstoryof bearirg datafbr a selected contact, aTMAnJer and an 


error dot stack. These tods are used to arelv^ sensor inputs. The /^kiia'sTlviA beard corrponents 
are seen and described belcwv. 



\Ahen a cxntact is selected frarn the <±op-dcwvn list, the most teceritserTsor irforrretionforthat 
contact is dsplayed on theTMA Board. The irifbrrration consists of a line of bearing extending from 
a dot representing CVvnship's position at the tirre of the report If a tracker is assigned to the 
contact ^^rytwo rrinutes the latest line of bearing is aeded to the board Overtime these lines 
prcMdea history of bearing changes that prcMdes \aluable irfonration. Cragging and positioning 
the nier across the lines of bearing allcvvs you to test out possible solutions. The dot stack 
prcMdes a visual cueas tnthe accLiacyof voirtrial solution. The oldest bearing lines are deleted 
after a set arrourt; of tirre. The tools used on theTMA board and the specifics of this process are 
described belcwv. Learning TMA is not easy If necessary, pause the garre while yxr atterrpt to 
d^elcp an accuate solution. 

THETMA RULER 

TheTMA ruler is used to ind cate yexT best estirrate of the ccxTtact's ccxrseard speed. Its location 
on the beard relatix^toOwnship irndcates your estirrate cjf the rarngeef the ccxtact \A4th each 
new bearing linean addtional tick rrark is added to the nier. Each tick mark is associated with a 
dot in the L|3perldtcif the screen. McMrrg the ruler ardaefustirTg the Iccaticncif the tick rrar1<s 
alloAS you to line Lp the dots along the x^rtical lirie The rUercxxrpcrerTts are described belcwv. 



■ The arrowhead cn the riieriridcates the cxxrsecif the cxrtact. 

■ The lerrgth of the rUer represerts the CLirert; estirrate cjf the ccxTtact's speed: the Icnger the 
nier, the faster the estimated speed 

■ The dstarx:ecf the nJer from the Owrrship rrarker represerts the ccxTtact's estirrated rarrge 

■ Each tici< trark represents a specific irterx^ cf tirre. (Icwed ard Bew arrays Lpclate^/erytwo 
rrinutes while radar and ccxrtinucxjs active sonar ipdate with ^ery sveep or ping.) The rrark at 
the end of the nier represents the initial cr ddest irforrraticxT. 


■ The estirreted CLiTOTt bearing of the ccxTbact is a part: just ahead cf the aiTcwvhead. The last 
repoted bearing is represented bythetick n^arkdcsesttDthearrcwvhead. 

N3IE:^I of thecLtnent estirrnates represented by the nJer appear in rxirerical fornnLrdertheTMA 
board. 

Manipulating the Ruler: 

• AjLEting lengtfi and ciiectiax Gickand (±agtheend rrari< orthearrevvhead toacfustthe 
length or drection of the nJer 

• fteHioring Tick iTBri^ The tick rrarkdosest to the arrcwvheadstxxjld be placed on the rrost 
recent bearing line. The end tick mark shodd be positioned on the initial or ddest bearing line 

• UbingthBl bix l es Ad rde appears at the center of the ruler when more than one tick is present 
ard speed is rrae than ^ra The ci rde acts as a hande Qick the hand e and <±ag the entire 
nier to another location. The harxle maintains the curent coLrse ard speed settings of the rder 
ard ac|usts range ard bearing. 

Sub Command Tip: Center on the ruler and zoom in to better manipulate the ruler 
and access the handle. If you have difficulty dragging the ruler to get the 
arrowhead pointed in the desired direction, enter the desired course number in the 
course field. You can also press q and click the TMA board where you want to 
place the end of the ruler or press q and right-click to place the arrowhead. 

THE TMA DOT STACK 

The dot stack in the nDper Idt comer is a gaphical representation of the error behAeen tick rrarte 
ard bearing lines.Thedot atthetopof the stack is associated with the rrost recent bearing line. 
The anaivsis is probably correct when the top rrost dots are on the centerline This process is 
called stacking the dots. 




TMA ON RADAR, ACTIVE SONAR AND VISUAL 
CONTACTS 

Some sersors yxj a range as well as a bearing, while others only gix^vou a bearing. In 
general, the more inputs ycu ha\^ fram differert sensor soLrces the better yxr solution will be 
But be aware that using Radar and A±\e Sonar g\e yxr enerry \^uade irTfexTration akxxjt yotr 
presence and location. 

Cbrtacts rrarked with acti\e sonar, radar and the Stadmeter appear as a bearing^range pair on the 
TlviA Board. \Aihat ycxj see is a bearing lineendng with a tiny triangle positioned at the range of the 
contact If the target's bearing and range are kncwn at two dfferent times, as is the case with 
active sonar ard radar, the solution can befoLrd by comacting dots and 'ctawing a line' with the 
nier for course arxl speed. 

AULK/in active mode prcMdes returns from the location cf the ULK/ in TMA arxl on the Navard Fire 
COrtrol traps. 

INDIE: Marking a cortact with the periscope does rxt give>oj an automatic rarge But using the 
Stadrreber to rraiipJate a photo cjf the visual contact can prcA/ide you with a range that is 
fairly accurate See Ship Stations/Stadrreber Station on px 141. \Ahen visual or periscope 
contacts are r^erred to in this section, it is assumed that you heve deberrrined a range for 
the contact ard rrarked it in the Stadmeter Station. The Periscope arxl Stadmeter Stations 
werk hard in glc>e. 

To determine a target solution from Active Sonar, the Periscope or the Radar: 

1 . Select a cortact to aralyze Radar ext taels have an R desigTation, visual cortacts have a V 
desigiation, acti\^ sonar ext taels have an S designation the same as passive sonar cortacts. A 
bearing line appears on the TMA board. A tinytriargl eat the erxl of the bearing line indcates the 
target's range at time the cxttact v\as rrarked. 

SeBRAjdf: 

• Qick SB-ECriRAOS in the Button Matrix (If no ccntacts ha\^ been desigiatied, the secord l^el 
of rratrix buttons is not revealed.) 

• From the Gdert etop-dewn list select the desired Cortact ID 

• Press BACK to relun to the Main Button Matrix 

688(1) and Akula: 

• Qick the Selec±Track(±op-clcwvn list ard select the desired cortacl. No contacts appear in the 
(dop-dcwvn lists if ro contacts have been designated. 

Z Mark the contact again. 

• Ater a sfxrt inberxal, return to the acti\^ sorer or raclarstaticjn (which^er ycxj are usirg) ard 
mark the contact again. 

• For visual cxxitacts, take arxther phcito erf the cortacl from the periscepeard rreiTipJate it in 
Stadmeter, tixn rrark tine ccntact again from the Stadmeter Nation. 

• Goritiriueto rrarktheccritact at dfferert intorvals toaccumJates^eral bearirg lines. Toggle 
back ard forth between the TMA ard your dxsen sensor. 

3b Ai|ust the view to get a dear view of the nier ard the rarge triangle 

• Qick the arrow buttons to pan the view. (The keyboard arrow k^s can also be used.) 

• Move the nier to the location of the rarge triargle dick CHSIIH^ ONI RLLBl then dick the 3xm 
buttons to better aefust your view. If you losesiteof the nier, ^Domall the way out or reselect 
CBNnmcNRLim 


4k A^LEt the tick iTBrlG. 

• Drag the anxwvhead ortail cf the nierto acfustthetick rrarks along the bearing lines Lntil the 
dots line Lp in the dot stack. 

S Biber the solution 

\Ahen vou have a good trial solution, serxi ittothe RreGontrol s^stierri by erterirtg the solution. The 
solution vou enter is rTcw the systortfiri rig sol uti on for that cortact. The s^stern tracks the 
estirrated position of the contact based on this solution arxl uses that estirrabed location when 
tanging the contact 


• aickBJIH^SOJM beneath the TMA Board. 

688 ( 1 ): 

• Qick BsirH^SOJUnCN in the TMA Solution Input panel belcw the TMA beard. 

AaJa: 

• a ick BMimSCULIIlCIM below the TMA board. 

The system solution d splays on the TMA screen in a separate location frorn the trail solution input 
area as described below. 

■ SeawcIftThesysbemsdution dsplays inthe Rring Sdution area of theTMACata Dsplayonthe 
right- hard side of the station. 

■ eaa(l)andAI<iJa:Thesystemsdutiondsplays intheTMASdutionpanel atthelcwverrightof 
the TMA station. 

NOfEiThesysbernsdutiontbr a contact can be viewed in these locations but they can not be 

aefusted there To ipdate the system sdution, acfLEt the nJer or drectly input irfonration in 
the trial sdution fields and enter the sdution again. 

TMA ON PASSIVE SONAR AND ESM CONTACTS 

As described earlier, a rrorecorrplex situation arises when only the cortact's bearing is known, as 
is the case with passixe sonar arxl SM. Passive sonar contacts can be assigned trackers but KM 
contacts rrust be ipdated rrarxelly by repeatedy rrarkirigthecxritact atthe KM Station. 

Because you rrust be at periscepe depth to use KM ard yoLr rrast can be detected by enerry 
radar, you are at geater risk when you use this sensor. 

contacts detected bya ULN/in passive soriar rrode are dsplayed from the location of the ULN/ on 
the TMA board arxl in the Nav arxl RreCintrd traps. 

To perform TMA on passive sonar contacts: 

1. Select a contact to analyze A bearing line or lines appear on the TMA Beard 


• Qick SB-ECriRACIS in the button rratrix (If ro cxntacts ha\^ been desigTated, the secord le^el 
of rratrix buttons is not repealed) 

• From the Selec±(±XDp-dcwn list select the desired COrtact ID 

• Press BACKto retLm to the train button rratrix 

688(1) and AdJa 

• Qick the SeleciBdTmcte<dop-dcvvn list ard select the desired Gantact ID No cortacts appear in 
the ctep-dcDwn lists if no contacts have been desigiated. Retur to a sensor arxl mark a contact 
or assign a tracker. 

Z Aejust yoLT view of CDwnship, the bearing lines, arxl the nier. 


• aickttiearTTAA/bLitonstDpantheview^ (The keyboard arrow can also be LBed.) 

• Mc^e the nJer to the desired location, dick CHSlIH^CIMRLLB^thenaick the zoom buttons to 
better adjust voj" view. If you lose si^Tt of the ruler, zoomall the v\ay out or select CHSIIH^CIM 
RLim 

• aickthenier handle or the single tick rrark if the handle is not present ard(±ag the rtier to the 
desired location. 

• Qick CHSIIH^CIM RLLB^to place the nier in the center of theTlviA Board then 33om in or out as 
desired to adjust the view. 

NOIE: The nJer hande is only visibe when the nJer contains more than one tick mark or speed is 
set to geaber than 1 knot (kt) in the Speed field in the trial solution area You trust ^xmvvay 
in on the nJer to see it at that speed You can also set the speed to 10 kts or more 
terrporarily This will expand the ruler and r^^al the htancJe. 

3b AzjusttherUer position to estirrate the aDrtact solution. 

■ If this is thefirsttirrethatTMAhas been perfbrrred on the selected cxDrtacX the nJer will 
represent the defatit solution of a range of 10,000 yards, with a dosing cou^ and a speed of 
10 kts. These \^ues appear in the trial solution fields drecdy below the TMA board. 

4b Erterariykrown data in the trial solution data fields. 

If you ha\^ acfcitional data on the aaTtacfs range or cou^ for e><arrplefioman intelligence 
message, enter it in the appropriate sdution field. If you ha\e deterrrined the cxntact's speed 
using DBV|CI\i enter that speed in the sdution field See Sonar/DB^ICM Station on p. xxx. 

• Qick the dgits to cyde through the values. 

■ If you are sore about one aspect of the sdution (eg. range) enter that \^ue drecdy into the 
Range field then lock the field. That keeps you from ciagging the nJer to a dfferent range 

• To lock a field dick the button associated with the field. 

■ Seauucift Lock buttons are located abcA^ the label text for the trial sdution fields. Label text is 
geen when a field is locked 

■ 688(1): Lock buttons aro located to the ri^Tt of the label te5<t for the Sdution Input fields. Bjttons 
are orange and light tp when the field is Icxdced 

■ yMoia: Lock buttons are located to the right of each trial sdution field They are red ard light Lp 
when the field is locked. 




Enter Sduticn 

Lock buttons 

S Aijust the rUer to fit the bearing lines. 

Azjustthe nJer cnthedsplay until the tick rrari<s aligi well with the contact bearing lines. 

• Qick the hande in the rridde of the rUer to (dag the entire nJer 

• Qick ard <dag cn either erd C3f the ruler to rrcA^ just that end or to acjust the length of the nJer 



6l Enter sdution 




V\iien a good rrateh betv\een the tick marks, the bearing lines and the dot stack has been 
achi^^, enter the trial solution to send this inforrrationtDtheRreGDritir)l system The system 
tracks the estimated position of the contact based on this system solution and uses that estimated 
location when targeting the contact 

SeBRAjdf: 

• aickBJIH^SOJM beneath the TMA Board. 

688 ( 1 ): 

• Qick BsirH^SOJUnCN in the TMA Solution Input panel belcw the TMA beard. 

AkLia: 

• Qick BslimsCIJLincISIbelcwv the TMA beard. 

The system solution d splays on the TMA screen in a separate location from the trail solution input 
area as described belcw 

■ SeauucIftThesystemsdution dsplays in the Rring Sdution area of the TMACata Display on the 
right- hard side of the station. 

■ eaa(l)andAI<iJa:ThesystEmsdutiondsplays intheTMASdutionpanel atthelcwerrightcf 
the TMA station. 

NOIE: The system sdution for a contact can be viewed in these locations but they can net be 

ac|usted there lb Lpdate the system sdution, ac|LSt the nJer or drectly input irformation in 
the trial sdution fields ard enter the sdution again. 

7. Change ccxrse anej^or speed. 

Chang ng yocr ccxrse ard^or speed can refine the TMA sdution This changes the relati\e motion 
between yocr SLixrarine ard the cortact After steadying on the new ccxrse anchor speed, ac|ust 
the ruler to achi^^ the best fit This secerd "leg" shoJd helptoelirrinatesduticns that are 
Lrreasonable Athird "leg" cr more will refine the sduti on ftrther. 

■ V\4th experience you'll learn when the sdution is good erxxjgh to SLpport a weapon latnch. 
NC3IE: Ceperxing on the tactical situation, ccrdriuedTMArrBy rot be practical. 

■ If ere TMA sduticjn does rot fit the eritireobseiAed serisor bearirg data, ccTTsider the fact that 
the contact itself may have changed ccxrse anchor speed Atlerrpt to achieve a better fit cf the 
rtier by dsregardng seme of the earlier bearing lines ard Icxidng only at recent bearings. 

8L Merge ccrtacts when necessary. 

If the same contact is tracked by more than one senscr (eg., a contact tracked by passi\^ sonar 
ard radar), the data can be merged into a "rrasteri' ccrtact (Master ccrtacts haN^alphanimeric 
desigTatiers that begin with the letter M.)This can be very usdli if you ha\^ a goed range from 
ere senscr (radar cr acti\^ sonar) ard a gcxd bearing histcxyfhxriarolher(passi\e sorer). 


• Qick SH-ECTTRAOC. The secxrd \e^ button matrix appears. 

• Select a ccrtact from the Sdec±citop-dcwn list 

• Frxrnthe Merge chap-ctawn list select the ccrtact you wart to rnerge with the cxrtact in the 
Select (±op-dcwn list 

• aickl^H^CE. 

688(1) and AkiJa: 

• Q ick the SdectB cl Track chap-dewn ard select the one of the contacts to be merged. 

• Rxrn the MErgeTiack<dop-dcwn select the track to be rrerged with the ccrtact selected in the 
Sel ected Track chop- dewn list 

• GicklVB«. 



This decision can be undone by select] ngttie rrastercrritact (e.g. MOl) and dicking SPLIT. 

■ Merging contacts held on thespherWcylinciical and ULN/ortcwved arra^ can g\^a fairly 
accLi3te range using triangJation The point where rratohing sphere and ULN/ or towed array 
bearings cross is a good apprcodrration of thecortacli's range This method is mcst accuate on 
dose range contacts a beamof Ownship^ but is hi^ysusceptibe to bearing error off the bow 
or stem of Ownship, or at great ranges. 

INDIE: If theTMAAjtDQewrran is actixated, hedoes ^erythingforyxj. Ycu can make noTMA 
inputs ^OLTself. l^rroreirrfbrrrBtiononvoLrTMAAjtoCrevviTBnseeAjtDCrewrrEnon 
p. 146. 

TMA ON UUV SENSOR CONTACTS 

All cxTitrollade SLirrarines can carry Uhrranned Uhderv\efcer\^hides (ULN^). ULK/fe in SiiD 
Gorrrrand hax^sonar capablities only and can rot laonch weapons. For irifbrrration on laLrcbng 
ULK/S see Special Cperations and FfocedureSf'Deployirg ULK^ on p: 149. The lines of bearing for 
contacts debected by a LLN/ are <±awn from the location of the ULK/at the tirre of the report, not 
from (Dwrishi p's location. TMA on ULN/ contacts is perforrredasforarvothersorwcrritactin 
active or passive rrode 

SEAWOLF:TMA STATION 

Lfee of the TMA Station is induded in first portion of the TMA section. The Seawdfs Button Matrix 
and Cterta Dsplay are described below. 



TMABoarct Contains the bearing historyfor the selected (tortact as v\ell as theTMA ruler and Dct 
stack as described in the early portion of theTMA section. The range and bearing of the cursor's 
location on theTMA Board appears in the upper ri^Tt comer of the board. 

Seawolf Trial Solution Area 

Dcp i ina Golvsq l^ng^ aixl 5Sp m r l Helck: Represent the trial solution for the selected contact The 
CLirent position ard si^of theTMArUer is reflected in these fields These rxrrtaers are altered by 
ctagging and sizing the nJer or by entering \^ues drec±y into these fields. To lock in a partioJar 
\alue dick the button drectiyabcAe the label. \Ahen a \alue is locked, the text of the button label 
is geen. 



NC3IE: Changing the digts in the Range and Bearing fields can only be accorrplishied by first 
locking the field. Ai|usting these bAOx^ues mcA^ the nJer in wa^ yxj rri^Tt not 
anticipafce These fields shoUd only be locked if yxj krxDw a bearing and range irforrration 
froma separate soLrce for instance radar or acti\^ sonar 
GertercrinJer: Oicktlis button to bririg the rtier to the certer of the TMA Board. 

BIberSCLM Enters the CLirert trial solution into the systemarddesigTates it as the CLirert Rring 
SdUticn for this target (^so called the s^stemsolution or Tl^iA Solution.) 

Sea wolf TMA Data Display 

CcTfart fidcfe: The L43perOortact field d splays the contact IDthat is selected in the Select chop- 
dcwvn list and the second instarced splays the contact IDthat is selected inthe MErgedtDp-dcwvn 
list See Select Tracks below. 

Sauce fieick: The Lpper SoLice field dsplays the sensor source (eg. Sphere or Tcw^d) of the 
contact selected intheSelec±dcp-dcwvn list and the secxrd instance of the v\od dsplays the 
senscr scxrce of the (tortact selected in the Merge (±X3p-ckDwn list SeeTMA Button Matri>^Select 
Tracks below. 

RringsoluliGrt Aso called the system sdution, the \^ues seen here are entered by cl ickdng Enter 
SCLfvL They represert the CLirert sduticn in use inthe RreGontrol system if this ccrtact is 
selected as a target The range and bearing fields update based on the cxxrse and speed in use in 
the Rring Sdution. 

SeawolfTMA Button Matrix 

Gdo ct Tracks: Qick to dsplay the cortact selection rratrixardthefdlowirig cptions: 

Merges the contacts selected in the Select ard Merge chop- down lists. 

Split: Splits the merged cortact (M contact) selected intheSdectchop-dcwvn list into its two 
original cortact cxrrpcrterTls. 

Drcpe FferrrarTeritly chops the ccxtact selected intheSdectcicp-cbwn list 

Select crop-down list: Displays the COnlact ICS of all cuirent cxxiLacls. \Ahen a contact is selected 
here its bearing history is dsplayed on the TMA board. 

r^bige Drop-down list: Dsplays all Gortact ICS e>«:ept that cjftheccitact selected in the Select 
chop-down list V\hen a contact is selected here, its bearing history appears on the TMA board 
along with that of the cortact selected in the Gdc ct chop-down list 
Back: F^tums tothe main \e^ button rratrix 

TlmE! The nuirbers seen in this rratrix represert rririutes of bearing history to be dsplayed on the 
TMA Board. As long as a tracker is tracking, the bearings are plotted o^ery 2 rrinutes, thaefore 10 
rrin = up to 5 bearing lines, 20 trin = up to 10 bearing lines, etc. Cptions are 10, 20, 60 and 240 
rrirTUtes. 

CertEronOwnsMpcaicktocertertheOwnshipsyrrbol atthecenter of the TMA Board. 

2bcmlrv Zoom GUt and arrow biitlctis: Gicking these buttons acfusts the view on the TMA Broad. 


V 


688(1) ANDAKULA: TMA STATIONS 

Lfee of the TMA station is inducted in the first portion of the TMA seed on. The 688(1 )'s and the 
A<iia's TMA stations contain nearly all the same labels. The tvwo stations are seen here and the 
labels and buttons are described belcw. 



TNV^Boarcl 


TMA Solution Input 


688(1) TMA Station 


Qrscr Reackxjts 
PlotQrtrol 

Track options 
TMA Solution 



TMA Board 


Trial SduticnArea 


\/ie/v Controls 


CLrscr Reackxjts 
Track Cpticns 


TMA solution 


AkiJaTMA Striion 


TMABoarct Contains the bearing hstory for the selected contact as v\el I as theTMAnier and Dot 
stack as described in the early portion of the TMA section. 

Time History Menu 

As long as a tracker is tracking, bearing iiYcmation is sent to TMA in ttAO rrinute inter\als. Right- 
dick the TIMA Boaixi to charrge the bean rig r^Lm history on the TMA Beard. The follcwviiTg optiors 
are available 

10 rrin = epto 5 bearing lines 
20 rrin = Lpto 10 bearing lines 
60 rrinutes = Lpto 30 bearing lines 
240 rrinute = Lp to 60 bearing lines 



TMA Solution Input (688(1)) /Trial Solution Area (Akula) 

GertercrinJer: Qick hereto place tine TMA rUer irntheceritEr of theTMABoarl. 

Dcp i ina Golisq l^ng^ and 5Sp m r l Helcfe: Represent the trial solution for the selected contact The 
CLirert position and si^of theTMAnier is reflected in these fields Ttiese rxirbers are altered by 
ebagging and sizing the nJer or by entering \^ues drectiy into these fields. 

■ 688(1): \Ahen a \^ue is locked, the orange button is illLiririated. 

■ AkiJa: \Ahen the \^ue is locked the red button is illLtrinartetl 

Biber SdUticrc Enters the \^ues intheSdution Input (trial sdution) fields into the system ard 
desigeies it as theTMA Sdution. These \^ues are new the system firing sdution for this target 
OLi-sGr i tceicI diJs tengg^B EEn I ng These fields dsplay the cment range and bearing of the cursor's 
location on the TMA Board. 

PfatCertrd (688(1)/ View Gcrtrcls (AkiJa): aicktozoomin and out or pan the view on the TMA 
Board. 

Track Options 

Selecbed Irack cH^p-dauun list: Lists Gantact ICS CLrrendy desigerted in the rrission. 

Qick to merge the contact selected in the Sdected Track chap- down list with the contact 
selected i n the Merge Tiadc chop- dewn list 

Split: Splits the merged (M) contact selected i n the SdectadTiadc chop- down list into its two 
origirBi cortact corrpcrierTts. 

DrcpCoriact: Qici< to perirarordy chops the ccntact selected inthe Sdeciedliackchep-dcwn list 
l^^bige Track chop-down list: Lists all contacts e>«:ept the ccxtact selected in the Selected Track 
chep-down list 

TMASduticn: Dsplay the TMA sdution in use by the FireCbntrd system for the selecbed contact 

FIRE CONTROL SUITE 



FromthestaticTE CDf the RreGeritrd Sdte weapcDns are selected, contacts are targeted, weapons 
are lacnched ard coLntermaasLies are deployed 

BASIC LAUNCH PROCEDURES 

The basic steps for laLnching a weapon from Rre GDntrd are the same regard ess cf which slJd 
you are chving and are shown here More explicit instrudions are cc^ered later in this section by 
SLimarine dass. 




BASIC LAUNCH PROCEDURES FOR SEA TARGETS 

Basic launch procedures for torpedoes ard antisNp rrissiles are shcwvn here 
1. Decide on the ODrtact or lire of beariiTg (LCB) ttet yxj wart to attack, that Contact's IDtn 

a tuioe cortaining a weapon appropriate for the contact 

■ Id shoot a weapon down a specific LCB select Snapshot instead of a specific contact ID. if a 
contact still hasavisibeLCEontheRreCiritrol map yxj can only target it with a Snapshot 
>ducan net assign that antacts IDtoatuioe 

Z Enter presets for the v\eapon in the selected tute. Presets are instructions g\^n to the weapon 
b^dre it is launched regardng its search mode, when it shouid enable, and the rraxirrumand 
rrini mm depth an depth among others. Presets dffer depend ng on the weapon type. These are 
ddined later in this chapter. 

■ If ycur Rne Control Ajto Crewman is on, he enters the presets for yxi 

■ For a Snapshot, enter the desired LCB along with other desired presets. 

3b Initiate the launch process. Before yxj can launchthe weapon yxj rrust do the fdlowing: 

• Rood the tui3e and equalize the pressure in the tui3e with that of the water outside the ship: The 
Seawdfs topedotufces ard the 688(1 )'sM_S tuiDes are equalized autOTEtically after they are 
flooded In the 688(1) ard /^kui a a torpedo tuiDe rrust be equalled rranually after it is flooded. 

• epen the rruzzle door The nuzzle door is the opening in the suio's hJI through which the 
weapon passes. Cperiirig this door generates noise that couid be deteded by nearby ships ard 
s> ins. 

4b Launch (fire) the v\eapon. 

■ Id stop this process or to change the weapon in the tuiDe or reload the tuiDe after the vN^apon 
has been launched, the nuzzle door rrust first be dosed. This ro.^rses the process ard allcws 
a different v\eapon to be loaded. 

N3IE: A torpedo era ULK/can ro Icnger be wire-guided cree the rruzzle clocrcjf the tube that fired 
it has been dosed Qcsing the rruzzle door cuts the gJdance wire 

BASIC LAUNCH PROCEDURES FOR LAND TARGETS 

Id attack a lard target fiomRteCiritrol, the latitude ard Icrgitudeccxrciriates cf the site rrust be 
fed iritothefireccritrol system ard a series of waypoints cl^redfcrtherrissiletDfollcwv.The 
coordinates are usually d^ned in a tasking message 

1. Select a tuiDe containing a lard attack rrissile (In the 688(1) ard A<aJa go to the Launch Panel to 
see what weapons are loaded in each tute cr from the Target Dsplay panel click the preset 
button fer a tuhe to see the name of the weapon loaded) 

Z Define waypoints. Inthetufce's presets area dick DffllsET7>RHrv\rafPaiSIIS then dick the Rre 
Cintrol trap to place four v\eapon waypoints. ^chv\aypoint can be selected ard placed at a 
specific latitude ard longitude Qick the v\aypcDint to display its latitude ard longtude presets. 

■ The cxjterrrostwaypciirtshcxid be placed at the exact latitude ard Icngitudecf the targd: as 
specified in your orefers. 

■ If a landfall v\aypoint is directed in your tasking rrake sure that one of the earlier waypdints is 
placed at that latitude ard longtude 

Z Set the destrujct raiTge for the rrissile This is the range at which the rrissile will self-destruct if it 
has net enccxntered a target 

4b Initiate the launch procedure byfIdxxirTgthe horizcntal tuiDe or pressurizing the x^rtical tuiDe 


NC3IE: Land sities with L designations can be targeted frornthe Nav screen using the Contact 
menu's Bigage \Aith corrrrand. 

BASIC LAUNCH PROCEDURES FOR UUVS 

More detailed inforrration about LUwfe is foLrd in Special Procedues and Cperations'Ceploying 
ULK/S on p: 149. The basic laLnch pnocedues are found here 
1 . Set Ownship speed to 4 kts or less 
Z Select a tiiDe containing a ULN/ 

3b ^default the ULN/ is laLrched atOA^Tship's depth. Deselect Lbe C6 Depth if yxj v\OTt tn set a 
specific depth for the ULV 

4b Select the desired tLiDe in the LaLiTch Panel and initiate the I auTch procedtie as for a tiorpedo. 
S Enable the wire glide cortrols to alter the coLTse of the ULN/ 


• Select the ULN/ syrrbol on the Ri^ GOrtrol rraptedisplaythe wire gJde controls. 

688(1) and 

• Select WbelowthetiiDethatfiredtheULK/tocisplaythewiregLideaDrtrols. 

■ If a ULN/ is in a tLiDe it can be laiJTchedframtheGorrrrard or C)wrBhip menus using the Rre 
TLiDe corrmand without visiting the Rre control Station It will be larnched at Ownship's depth. 
NC3IE: acsirig the rrijzzle door after laLTchirig the ULN/ cuts the gudaiTce wire Crce the wire is cut 
the ULN/ no longer sends sonar r^]Lms. 

BASIC LAUNCH PROCEDURES FOR M IN ES 

Inforrration on la^ng a rrin^eld is foLnd in Special Cperations and Procedures/Layirig Mines on p. 
150. The basic steps for laurching a rrine are foLrd here 

1 . Select a tLiDe with a SLMM or Mobile Mine assigned. In thetcte' s preset area the C^ne Target 
\A6ypoints preset is available 

Z Qick CffllSETORCETWarPCINIS then dick the Rre Cintrol rraptoplaceasin^ewaypoirt 
3b Azjust the latitude ard lorgitudecoorciretes of the waypoint as desired. V\hen lauTched, the 
rrine will travel to that latitude and longtude 


■ aickthewaypoirtontheRreCOntrd rraptndisplaiythewaypoirtpresetpanel. 

688(1) ^rd/^a: 

■ The waypoint presets appear below the Define Target \Afeypoint button in the preset panel a 
soon as the waypoint is placed on the map. 

TACTICAL WEAPONS 

All cxrtrollable submarines in SLiDGDrrrrard have been assigned weapons capable of targeting 
SLTface ships, siiDmarines and land targets. Available weapons are described bri^y below. 

SEAWOLF AND 688(1) WEAPONS 

Mc48 ADCAP (AcKerced Capability) Tot p edDc This weapon can be used against both SLrface and 
SLiDrrerine targets and can be wire-guided. It has a iraxirTLm range of 26 n.m 



TLAM Ooi T Bl'Bwk Land Alack MssiM: TbelornBhawk is the starxiard sii> I aLrched strike 
v\eapon for use against land targets. It has a range of apprcodmately 1400 n.m 

Gameplay Weapons: 

inSM (Toi T Bl'BwkArtBsHp MssiM: For gameplay pLiposes, IT^SMs are assigned to the Seawdf 
and 688(1) dass submarines. In actuality, these weapons ha\^ been rerro^^ from the fleet ard are 
beirTg aDrl^^rted to Icniahawk Lard Alack Missiles. ThelT^M has a warhead of 500 kg ard a 
range of 250 nm 

I bi p oax (Arti-SHp Mssil^: Wile the Seawolf ard 688(1) dass siies no longer carry hbrpoons, 
they maintain the ability to lauTch them They are a\^lable in the loadout screen but they are not 
loaded by default The hbrpoon hes a range of 70 n.m 

AKULA WEAPONS 

The AaJa dasses carry these weapons 

SS-N-16SlaliiGneThis arij-SLiDTraririe weapon flies as a rrissileon an assigned coLrse then chops 
an E45-75ATbrpedo. In the garre the torpedo beg ns honing as soon as it hits the water. The 
rrissile has a range of 27 n.m The torpedo it chops has a range of 8 n.m ard a warhead of 150 
kg It can also be used against scrface targds. 

53-65 Klcrpeckx This wake honing torpedo warks best against scrf^e ships, although it can also 
be Lsed with linited success against SLixrariiTes. It has a maxirrun speed of 55 kts, a range of 
7.5 n.m ard carries a 300 kg warhead. 

53 cmTorpedoc WrTBrily an arti-SLiDTrarirne torpedo, it can also be used against sirface targets. 
This waapon has acti\a^passi\asonar ard wire gidance, a rraxirrLrnraiTgeof 10 rum, a 
maxi rrcm speed of 40 kts ard a warhead of 205 kg. 

65 cmTct p e d ac This rrdtipLipCBetErpedocan be Lsed against both surface ard sii> surface 
targets. It has an active and passive sonar guidance system arxl a range of 35 n.m It has a 
rraxirrLmspeed of 50 kts ard a 445 kg warhead 

Gameplay Weapons. 

The three types of ^-N- 27 weapons theAaJa carries in the garre are based on the NX- 27 

NcAator A'fe (3M54/3M51E) dass of weapons. Wile it is belieNed the Russians currently do not 
ha\e these weapons on their cwvn submarines, the RuBsians are exporting versions to otha" 
countries fbr suimarine use 

For garreplay purposes the AaJas are gi\en these addtional weapons. The SS-N-27 weapons are 
replacerrents fbrthe^-N-21 Sarrpson rrissiles. The^-N-2rs ha\e nudear warheads ard it is 
beliaed that they have been tem>ed from the fleet It is reported that the SS-N-27 waapons are 
corrpatibe withtheSS-N-21 launch system 

SS-N-27ASI^This antiship weapon is based on the 3M51E rrissile ard neserrbles theArerican 
TT^M. It has a range of 135 nm, is low flying ard has a warhead of 250 kg 

SS-N-27ASWThis artisui^rrariiTe weapon is based on the SS-N-X-27 Negator A'fa (3M54) rrissile 
desigTated 91RE1. In garreplay the rhssilechDps a Type 40 torpedo that erables as soon it hits the 
water. The rrissile has a rargeof 18 nm; the torpedo has a rraxirrumspeed of 40 kts, a range of 
8 nm ard a 150 kg warhead. 

SS-N-27 LAM Based on the 3M14E lard attack rrissile this weapon also reserrbles theArerican 
Tbrrahawk. It has a ballistic tr^edory ard a range of 162 nm ard carries a 400 kg warhead. 
\A-lUShKtAL: (ISKTO Mcknarre: Squall)This hi speed underwater torpedo operates on the 
prindples of supercavitation which allow it to reach speeds of 200 kts. It has a range of 10 nm 
ard carries a 250 kg conventioral warhead. For garreplay the weapon is modeled as a straight 


running torpedo with a rragnetic irTfluercedetoriator. ■rhev\^porn's run to enable range (rrinirrunn 
range) is 2000 yards. The Shk\^ is not a subtle weapon Its Lse alerts all in the area to you* 
presence Wnen using this weapon, the hope is it will reach its target b^bre the target can 
respond. It is kinown that the Russiarns ha\^this weapon it is not known if it is actually carried by 
the/^kUas. 

STRATEGIC WEAPONS 

MINES: SEAWOLF AND 668(1) 

ri<67SLr^ The SLiDrTBrirne- launched mobile trine is a modified Mk 37 torpedo whose warhead 
was replaced by a 13 rhriewohead. The torpedo's propLision system is used to maneLfwer the 
trine to the coordinates progarrmad into its guidance system The SLMM has a 235 kg warhead, 
a traxirrunnspeed of 26 kts and a traxirrunnrangeaf 11.5 n.m 

MINES: AKULA 

l^^bUleMnesTheA<ula's mobile trine is a rrodfied version of the 53-65Ktorpeda Launched via a 
53 cm torpedo tiiDe it can travel Lpto 10 nm after leaving the ship The mobile trine is ^active 
in depths from4 - 150 maters and has a 480 kg warhead. 

COUNTERMEASURES 

COunterrrmsues are d^ensive weapons used to pre^^nt an erierry's torpedo fiunn destroying you* 
siiD. The two types of counteimaasues a\^lade in SLiDGorrrraind are active decoys arnd passixe 
deccys: 

The passixe cleccv torpedo counterrreasue is used against passive herring torpedoes. The passive 
decoy errits sound (noise) across a broad spectruricf frecfjerncies in an atterrpt to deceixe the 
torpedo into honing in on the decoy. 

The actixe cleccvtxDrpedo cxxjnterrreasue is used against adixe honing torpedoes. The actixe 
decoy is a bii±)le gernerator that creates an area of biiDbles in an atberrpt to provide a false echo 
to the torpedo. 

Cecoys can be placed both deep and shallow when trying to ensue a decoy will be present to 
deceixe an irTbcxrdtorpecIo, and in order to haxe a decoy on both sides of the acoustic layer 
because the depth of an iriDcxjrndtorpecio is usually not known. Many torpedoes errploy both 
passive and actixe honing; therdbre, both passix^ and actixe counterrreasure shexid be 
errplcy^i. 

BASIC STEPS FOR LAUNCHING COUNTERMEASURES 

1 . Decide which type cf countermaasue is desirable fbr the situation. 

Z Select a tiiDe containing the desired coutermeasue. Internal tLioes can be reloaded with a 
different CM if the supply of the desirable type has rot been exhauEted. (Check the weapon 
inventory to detemine hew many of each couitermaasue yxj have remaining.) 

3b Detemine the depth fbr the CM (Deep or Shallow). In the Seawelf you can set a specific depth 
fbr each CM launched from the Gountermaasue Launch Ffernd. 

4b Launch the COuntermeasue. 


PRESETS 

B^rytiTing that can be laLTxrhedfrcrnthe RreGontrol Station has at least one preset Presets are 
instructions that tell the v\^apon, axriberrnaasLj^or LLVwhattodo. Wile the interfaces that 
dsplay them are si ighdy different presets operate the same from siiD to siiD./^ I presets are 
presented here alphabetically by type 

ANTI SHIP MISSILE PRESETS 
Harpoon, SSN-27 ASM, and TASM 

The abo«e v\eapons usethefollcvving presets: 

Destnjct lunges Sets the range at which the rrissile self-destructs if a target is not encoLntered. 
Lfee this to avoid hitting neutral and friendly ships in the area (Dd^ts to 50 nm) 
rirr l <a - l^nge: Sets the range art: which the rrissile begins to home (DdaJts to O rum) 
rmr l <g - F^ttem: Sets the area to be searched to either a wide or namow pattern. 

■ Seawctf: Wde Seeker Ffarttem is selected by ddaJt If Wde Seeker Pattern is not selected a 
narrow seeker pattern is assigied to the weapon. 

■ esafDandAkiJa: aicktheWd^Narrow button totog^etheselection 

NC3IE: Yolt ship rrLEt be at 150 ft or less and at 6 kts or less to successfUly lacnch one of these 
anti ship v\eapons. 

COUNTERMEASURE PRESETS (SEAWOLF ONLY) 

Passive and Active Decoys 

Lte OB Depth: I airches the selected coLnterrreasLre at C>vnship's CLirent depth. Lbe CB Depth is 
selected bydefaJt 

Depttx Deselecting LfeeCS Depth dsplays the Depth preset Id set a specific depth for the rrine 
dick the dgts to increase increrrent a rxirber. Right-dick a dgt to decrease the \^ue 
NC3IE: In the 688(1) ard A<iia you can elect to launch a countermeasLie that is preset to either 

deep or shallow. Selecting Deep sends the CM to a depth of 800 feet/244 meters. Selecting 
Shallow sends the CM to 100 ft/~30 meters. 

LAND ATTACK MISSILE PRESETS 
SSN-27 LAM and TLAM 

These rrissiles ha\^thefbllcwing presets. 

D^nelaigetV\faypcirtt5:GickDm<£mRC£rv\RiiPCINTS then dick the RreGontrol map to place 
four v\aypdnts for the v\eapon to fbllcw. 

L^tHuda^Lcn^tudes Qick a waypoint to dsplay presets for setting the precise Latitude and 
Lorigituclefbrthe waypdriL Qick the preset dgts to increment the value Right-click to decrease 
the\^lue You can alsodicka waypdnt and <±ag it to the desired location. \Afetchthe 
l^tLjd^borgitiLJCIereacioutinthelcAAO' left of the R re control map when (lagging a waypdnt to 
deberrririethev\aypdrt's current location. 

Destruct F^nge (rrr#: Sets the range at which the rrissile self-destructs if a target is rot 
encountered. Lfee this to a\oid hitting neutral and ffiendy ships in the area. (DdaJts to50 n.m) 
NC3IE: Your ship rruEt be at 150 ft or less and at 6 kts or less to sucxessfUly launch one of these 
Larxl Atack Missiles. 



MINE PRESETS 
Mobile Mine and SIMM 

Mines display the fdICAA/ing presets: 

D^nelaig^\/\faypcirtt5:GickDmsEmRC£rv\RiiPaNTSthendicktheFireGDntn3l map to place 
a single waypoinL 

L^tHud^Lcn^tudes Gick the v\a^4X)int to dsplay presds for setting the precise latitude and 
longitLcletbrthe v\aiypoirt.Thesecxx)rcinates ddinethefinal destination of the nine Qickthe 
digits in the preset panel to set the desired \^ue itxj can also dick a waypdnt and (±ag it to the 
desired location. \Afetch the LatitucJe'ljongtLJCIe reactout in the Iovno" Idt of the Rre COntrd map 
when <±agging a waypdnttodetenrinethe waypdnt's curert Icx^ticn. 

MISSILE-TORPEDO PRESETS 
SSN-16 Stallion and SSN-27 ASW 

Thefdicwving presets are a\^ilade 

Snapshot Bearing (deg): The weapcrj is fired cn the bearing entered here (This preset only appears 
if snapshot is assigred to the tiioe from the Target <±op-cicwvn list) 

n^loBiables Sets the pdnt in voids at which the rrissile chops its torpedo payload. The torpedo 
falls to the water and enables at once 

ROCKET TORPEDO PRESETS 
Shkval 

This weapon has thefdlcwing presets. 

Snapshot Dea ling (deg): The weapon is fired cn the bearing entered here (This preset only appears 
if Snapshot is assigied to the tcjbefram the Target <±op-clcwn list) 

Dapttx Sets the depth at which the weapon tra\els. 

n^loBiables Sets the dstance the weapon trasels bdbre its senscr enables. (The rdrirrLrnRTE 
for this weapon is 2000 voids.) 

TORPEDO PRESETS 

Mk 48 ADCAP, 53-65K, 53 cm, 65 cm Torpedoes 

Thefdicwing presets are aseiladefcr torpedoes. 

Snapshot Dea ling (dag): The weapon is fired on the bearing entered here (This preset only appears 
if Snapshot is assiged to the tcjbefram the Target <±op-dcwn list) 

Dapttx Set the depth at which the weapon tra\els. 

Ceiling Set the depth above which the weapon does not travel, 
noon Set the depth belcw which the weapon does ret travel. 

Active (SeaKActf) /AcGLEtic (688(1) andAloda): Chose A±\e or Passive sonar rrode A±\e rrode 
transrrits acti\e pings ardfdlows the retLms. In passixe rrode the weapon does a passive sorer 
search. 

■ SeawuoH:TheA±vefield is selected bydefetit V\henA±ve is deselectedthe weapon is in 
passive mode. 

■ AloJa: The 53- 65K torpedo is a wake honing torpedo. It has no Acoustic settirg. 
n^loBiables Set the dstance the weapon travels bdbre it enables and starts its actixe search. 
Btebling the weapon too soon can alert the target in time to take ^esixe measures. Enabling too 
late can mean the weapon nns past the target 


5^p m r t Set the speed at which the v\eapon trapwds. 

UUV PRESETS 

IJteOB Depth: Set the depth at which the UL^/tra^^s to that oF Ownshiip. LteCDDepthis selected 
byd^^t Deselect the option to display the Depth opticjn. 

Depttx BTter the desired depth for the ULN/ to tra\^. Q ick a dgit to increment the x^lue. Right-dick 
to decrease the \^ue 

FIRE CONTROL MAP 

Each controllabesLiD has alarget Dsplaya^ntairirigthe RreGOrtrol map. A\\ map contact 
syrrbds seen on the Nav trap ate also seen on the Fire COrtrol trap. Latitude, longtude and depth 
readouts are on by ddiaJt and the range scale is visibe 

The TMA solution data for a selected contact appears in the L 4 Dper Idt comer of the trap This 
sdution data is constantly updated assming the cotrse and speed designated when the solution 
was entered inTMA This inforrration is Lsed by the RreCintrol System to predd: the location of 
the target so the weapon can steer an intercept coLiseLTiti I it is dose enough to detect the target 
ard begn honing 

CONTACTS WITH LINES OF BEARING 

COrtact syrrbds that appear at the erd of a line of bearing (LCB) do r>ot>et haveTMAsduticns. 
\Ahen these are selected, the TMA sdution fields dsplay only dashes. 

If a centact has only a LCB (ro TMA sdution) you can not assign that COrtact ID to a tiioe You 
rrust select Snapshot ard enter the bean rg to the contact in the Snapshot (brg) preset field. 

ISOE: If ShcwvTruth is dSi rtoTMAo^rtact sdution data appears on the rrap when a truth (xntact 
is selected ard no Contact ICS are listed in the cortact <±op-down list Gortact ICS are only 
availabe when Shew Truth is CFF. Chly snapshots can be fired at truth contacts from the Rre 
COntrd Station, .^^igo Snapshot and enter the bearing to the truth contact 

Fire Control Map Controls: 

• Press EPNTR0L| ard dick the rrap to zoom in on the dicked location. 

• Press [l^NTROL| ard right-dicktozoomout 

• \Ahen the rrap is zoomed in, click ard ctag on the rrap or use the arrew keys to aejustthe map 
view. 

SEAWOLF: FIRE CONTROL SUITE 

Seawdf has focr stations in its RreGontrd Scite. These are reached bydickirng orieof the butirns 
at the bottom Idt of each of the Seawolf s Rre Gentrd Stations. 




SEAWOLF TARGET DISPLAY 



Seawolfs Target Dsplay consists of tine Rre control rrapt theTiiDe Selection Panel and thelarg^ 
DesigTation and Preset Panel. From the Target Dsplay the weapon in a specific tiJDe is targeted at 
a specific ODTitact ard weapon presets appropriate fior the target are ertered. 


RreCbrtrol Map 


Tite Selection Ffenel 



' Cesigiatelaiget Drp-ckwi 
' /tesign Target 
' Tar^ Cesigiaticn and 
Presets Ffenel 

' \Afeapcn P r e se ts 


Rre Control Station Sdecticn 
Butims 


The Fire Gontrol map is o^ered in Fire Control Suit^Fire Gantrol Map on p: 115. The rest of 
Seawolfs Target Dsplay is described heie. 

Tube Selection Panel 

The ICAAO" left of the Target Dsplay contains the Tube Selection Parrel. A rxrrber represents each of 
the Seawolfs ei^Tt torpedo tiioes. Following each txnioer aretwosrrall display wirrdcws. The 
Icwer wirrdow, theVNfeapon window, displays the name of the weapon loaded in thettioe The 
Lpper wirrdow, the Target wirrdow, displays the Contact ID or target assigred to the v\^aporr. 

D&shes incficate that no target is assigned to the weapon in that tiioe 
• OickatLioerrinioertoselectit 

NC3IE: TLAMS and SLMMs are not assigned Contact \Cs. VV&ypoirts are placed on the trap for the 
vN^apon to follow. VWPT appears intheTargetWrndow when waypoints have been assigned 
toTLAMS or SLMMs. A ULK/is a sensor arcH car not be assigned a target 

Tite NLirter 

V\feapcn Wndcwv 
lar^Wrxfcw 



Target Designation and Presets Panel 

The Lpiper right side of the Target Dsplay cortains the Target Designation and Presets Panel. The 
follcwirng options are a\^labe 

CertErCS: Wren this option is selected the map syrrbol for OAnship is always centered in the Fire 
control trap when the map is zoomed in. 



XAi^apcn XA^pcints: \Ahen CN, all \A«ypdnls assigiedtr) any land attack rrissile or nine display on 
the map. V\hen this option is CFF only the waypoints for the v\eapon in the selected tLfce show on 
the map: 

tesi 9 iabe'largd:^l Contact ICS are listed in the (±cp- down list by their alphanLireric Gcrtact ICS. 
INDIE: NoGontact ICS appear in this list if Show Truth is on or if >oj have rot yet rrat1<ed any 
contacts with one of yxr sensors. 

/issi^i'largd: Qick this button to assigi the contact selected in the Desigiate Target drop-dcwn 
list to the tiiDe selected in the TiiDe Selection Panel. 

The lov\er portion of the panel dsplays the presets for the v\eapon in the selected tLte. Presds 
\ary dependng on the weapon. See Rre Gcntrol Sute'Presets on p 113. 

To assign a contact to a tube: 

1 . Qick the desired contact syrrbol onthe RneCOntrd rrapor select the contact IDfromthe 
Desigiatelaig^<±op-dcwn list 

Z Qickthe rxirber of a tLiDecortairiiTg a weapon appropriate for the targdi (If the v\eapon you 
need is rot loaded in a bJoe, go to the LauTch Panel arxl load the desire weapon. See Seawdf 
LaLTTch Panel on p. 118. 

3b OickASSIOSl'TORCEr The COrtact ID appears in the Target Wrdow. 

4b Presds for the v\eapon in the selected tLie appear in the lcv\er portion of theTargd: DesigTation 
and Preset panel. A:|ust as needed. For iriforrrBtion on preset settings see Rre Control 
SUte^Presets on p. 113. 

To assign waypoints to a TLAM or SIMM 

1 . Select a tLioecortaining aTL^Njvi cr SLMM. 

Z Gick cmNElSRCErVNnifPCINIS in the preset area. 

3b Qick the Rre Gontnol map to place the waypoints. 

4b Qick and ctag a waypoint as needed to ac|ust its location arxi erter a destruct rarge for the 
weapon. (Ifor specific irTforrration see Rre Gortrol SLite'Presets on p. 113.) 

To launch a UUV sensor: 

1 . Select a tiioe cortaining a ULN/ 

Z If a depth other than Ownship depth is desired, deselect Lbe C6 Cepth in the Preset Panel and 
enter the exact depth yxj want in the Depth preset that appears.. 

3b LaLiTch the ULN/ from the LaLrch Panel 

Cnee targets and presets are assigned, dick the Latnch Panel icon and fire the weapon from the 
LaLiTch panel. 

Sub Command Tip: Once weapons are assigned to a tube, the tube can be fired 
from any station by using the Orders menu>Fire Tube option in the Task Bar. 

Torpedo Wire Guide Controls 

cnee a torpedo is fired, its syrrbjol appears on the Rre Gcntrol rrap. \Ahen the v\eapon enables, 
two red I i res odend from the torpedo syrrhol indicating the v\eapons search cone Uhtil a torpedo 
enables, it can be wire-guided. 

• Qickthetorpedo's RreGcntiol map syrrbol. 

The follcwing Wre QJde Controls appear in the Preset area. 

I taxi ng Qick the ri^Tt facing arrow to increrrent the v\eapon's ordered headng Cickthe 1^ 
facing anew to decrease the ordered heacing. 


BiaMes Oick to enable the weapon b^bre it reaches the enable distance set in the Run to Enable 
preset 

ne-BiaUe: Oickto tebLm an enadecJ v\eapontD its pre-enadecJ state withoLt shutting the 
\Aeapcri clown entirely If yxiVNantte wire giide a weapon that has already enabed, click this 
option The red enable core disappears. 

SHJdown Qick to shut cicwn the weapcn eriti rely The vveapcn can ret be enabled again if this 
optidDn is selected. 

SEAWOLF LAUNCH PANEL 

The Lacrch Panel is derrposed cf the Lacnch Control Panel, theTciDe and \Afeapon Selection F^nel 
and the Presets F^nel. 



Launch Control Panel 

The Laurch Control Panel displays I ai richer Controls fer the two selected tLfces. /^bc^e each 
LaLiTcher control is the TLiDe Status BarcdrtairirTgthetLlDerxrrber, the narre of the weapon 
loaded arxl the assigned target The two tLines that display here are selected by clicking on a pair 
cf tLfce rxrrbers intheTiine andXAfeapon Selectidrr Panel belcw. 

Tube and Weapon Selection Panel 

Qicking cri a ttine rxrrber intheTLine andV\ibapcDn Selectidrr Panel selects that ttine rxrrber as 
\Aell as the dreabc^ecr belcw it arxl displays the LaLincherCbrTtrols for the selected tLines in the 
Lacnch control Panel. FrorntheTTiDearxl\Afeapc)n Selection Farnel you can also change the weapon 
assigned to a specific tLine The narre cf the weapen CLirently loaded in the tiiDe displays in geen 
fbllcwing each tLine nurber 

Presets Panel 

The presets for the vN^apons intheac|acert;LaLrK±rG3rntrol F^nel display in the Preset Panel. 
Presets entered fiom the Target Dsplay arevioAAed here and can be ac|usted if desired pricr to 
v\eapon lacnch 

To launch a weapon: 

1. In theTube and V\feapon Selection Panel cdicktherxrrbercf the tube you wart to fire The tuine's 
Lacmcher Gcntrols display in the Lacinch control Panel. 

NOIE: Only rectarngJar buttons are selectable at \arious stages in the launch procedLie Agreen 
outline aroend a rectarngJar button indicates it can be selected at this stage cf the lacrch 
secfjence Selected buttons flash cntil the indicated process is cxrrplete 


Z Qick RjOCDThis button initiates the process that floods and ecpalizes tiTetiiDe. V\hen thetiiDe 
is flooded the HjOCD button te&<t is green. Reselecting this button at this point r^^rses the 
process. 

3b Qick MlSZLE DOCR to open the nuzzle door. The button flashes Lntil the door is open. The 
SySTB^/| REACY buttons tuTB g^een arxl the U>LIXH button is selectabe 
4b Qick UiLNCHto Are the vN^pon 

■ Id Wr^QJde a torpedo retLiri to thelargetDsplayard select the torpedo svrrbol on the Rre 
COrtrol trap. 

NC3IE: If the LaLnch button is not selectable rrake sire there is a target assigied to the tLi^e ^so 
check the Pressure A r bank in ShipGontrol. A weapon lauTch requres a charge of at 

least 50% in volt air banks, if >ou have fired nurerous v\eapons or performed an 
emergency rrain ballast tank dew, volt air bank may be depleted and trust be recharged. 
See Ship StatiorWShip COrtrol on p. 52. 

To reload a tube after firing: 

Before vou can reload a tLiDe^ou trust first dose the rruzzle door ard rem>ethe weter inthe 
torpedo tiJoe. 

• Qick MLELE DOCR to dose the rruzzle door and ctain the tiiDe Follcwv the steps belcwvfbr 
loadng a new weapon. 

ISDIE: QcBirgtherruzzledoor cuts the wire on the torpedo or UtVIaLiTched fiom the tiiDe Wre 
giicing is no longer posside and yxt ro longer receive sonar reports from the ULV once the 
wire is cut 

To change the weapon loaded in a tube: 

1. Qick the name of the weapon in the tJoe you want to reload. (If the tLfce has been fired, dick 
Empty) Repeated dicks cyde through all the v\eapcns availadefor loadng in this tiiDe 
Z Stopdiddng when you see the narre of the weapon or ULN/yxi want to load 

■ If you dick an errptytiiDe ardthe weapexn rarres do ixt cyde, the rruzzledocrfcrthattLiDe is 
still open. Qick MLra_EDQCRoftheerrptytLiDe This closes the rruzzle ctocr arxl rerrt>es the 
water form the tiiDe in preparation for reload 

ISDIEiTheLricaci'Icad process takes apprcpdrratelytwerTtyrririutes. Loadng an empty tiiDe takes 
8-10 rrinutes deperxirg cjnthesLiDrrariiTe If nreGartrd OidcLainch is selected in the 
Cptiors>Game screen the UhloacVIcad time is cut to forty seconds and Icadng an errpty 
tiiDe is cut to 20 seconds. 

The Unload/ Load Process 

If the tiiDe's ruLirber is selected while it is being reloaded you noti<tethe\A£APCM STCXAHD 
indcabor blinks inthetiiDe's LaLnch Gontrol F^nd. The rerre cjf the waapen originally leaded in 
the tLited splays in the Tiite States Bar while the rame of the weapon to be leaded appears in the 
lliDe arxl \Aifeapon Selection Panel. 

Cnee the origirel weapen is Lnlcaded the rame of the woapen being leaded dsplays in thelliDe 
Task Bar and the Target ^tesigYrent is cleared. C'rtxj rrust reassign a target to the new weapon 
from the Target Dsplay) The presets for the new weapen appear in the Presets Panel. The reload 
process is net corrplete mtil the\Aifeapcn arjwed indcator stops binkdng. 


Sub Command Tip: Be very careful where you click in the Tube and Weapon 
Selection Panel. If you intend to select the tube number but click the weapon 
name instead, you start a reload of that tube. A reload time consuming! 


SEAWOLF: COUNTERMEASURE LAUNCH PANEL 



A±ve and passi\^ deco^ are available in external and inbemal tcioes. The loadout in the Seavwdfs 
external coLfTtenreasLie tiioes can only be changed frornNAfeapors Loadout Screen prior to 
starting a rrission Inbemal tcioes can be loaded cLring gameplayas long as cocnbenreasLies are 
a\^lable 

The Seavwdfs GocnbermaasLie LaLnch Panel consists of The External TiJoes Lacnch Gortrols, the 
Internal Tiioes Latrch Gontrols, the Pres^ Panel, the External Tube Presets Selector, and the 
Internal Tiioe Preset and GDcntemeasLie Selector. 



External Tubes Launch Controls 

Each external tcJoe can contain two cocntemeasures. In Siio GDrrrrBnd you can launch each of 

these separately The L|oper and Icaao" Launch buttons correspond to the m^per and Icwver 

courterrreasuies named abcxe the Launch buttons. 

To launch a countermeasure: 

1. In the Internal or External Tubes Presets Selector dick the rrurrher of the tiioe you wart to fire 
(The tLioe nunher aboo or belcwv the selected tiioe is also selecbed.) The presets for the 
selected tufces appear in the Presets Panel. 

Z Lbe C6 Cepth is selected by def^t To erter an exact depth for the counterTreasure deselect 
LbeCS cepth to dsplay the Depth preset Qickthedigts in the Depth preset to increrrent the 
\olue Right-click to decrease the \olue 

3b Rnd the desired tufce rxnter in the GOunterrreasure Launch Gortrols Panel and dick LALISCH 
Launch buttons outlined in geen can be fired. An orange outline indcates thatthetuine is errpty. 

4b If the tuine fired was an internal tuine, reload the tufce 

To reload or change the CM loaded In an Internal tube 

• I n the Internal Tubes Presets and GDuntermsasure Selector dick or the name of the 

axntermeasure you want to change arxl continue to click to cyde though the available options. 


SEAWOLF: WEAPON INVENTORY 



TheXAfeapons Invenbay sirrply dspla^ thecLjrenttypeand rxrrber of vvaapons on board ycur 
siiD. No inberaction is possible. The rxirbers dedine as appropriate each time a v\eapon or 
coLTitermaasure is dspensed. 

688(1): FIRE CONTROL SUITE 

The 688(1) has three stations in its Rre COrtrol SUte: the Target Dsplay, the LjauTch F^nel arxl the 
\Afeapons Ins^rtory. These stations are reached by dickirng orieof tiie butirns atthe bottomof the 
Rre control Stations. The buttons look the same but button locations from station to station. 


V\feapcn IfM a tay 



Target Ospl^ 
LaLTch F^ne! 


688(1): TARGET DISPLAY 



The 688(1) Target Dsplaycorisisls of the Rre COrtrol map, theTargd Selection list theTLiDe 
Selection Panel arxi the Map CjDrtrol F^riel. The Rre COrtrol trap is described in ShipStations/Rre 
COrtrol Suite^RteCintrol Map on p. 115. 







Map Control Panel 

In aclciticritiothe mapaDrtrols described in Ship Staticre/Rre Gbntrd SLit^RreGontrol Map on p 
115, the 688(1) has map control buttons to zoom in and pan the map display 
V\feBpcnlmclG: \Ahen OM all v\aypCDirts assigned to any land attack rrissile ermine display cn the 
rrap. \Aihen this optidrj is CFF dnly the \Aaiypoints tor the weapcDn in the selected tiiDe shew dn the 
rrap. 

GertErcnOArEHpcXAihenthjs button is dtepressed the OATship symbcDl is centered inthe Rre 
control trap when the map is zoorred in. 

Target Selection List 

This diop-ddwn list certains all of the catacls CLirendy desigiated inthegarreTheGrtact ID 
selected in this list is availablefer assigment to a specific tLfce as described in lb assign a 
certact to a tLiDe: belcw. 

Tube Selection Panel 

From the TLfce Selectier F’anel catacls are assigned to specific teiDes and vteapen presets are 
ertered, the torpedo wire gJde certrols are also accessed from this panel. 

A nurber repeserts each of the 688(l)'s twelve vertical LaLrch System (M_S) tciDes and for 
torpedo tiiDes. The\4_S tiiDes cxzcLpythe ipper portion of the TiiDe Selectidr Panel and are 
nurrbered 8 - 15. Torpedo tilDes are rxirbered 1 thou^ 4. Cashies beneath anytLlDe indicate that 
rx) target has been assigned to the tiite. 

To see what vteapon a tete cdntains click the P (Presets) button belcw the tiiDe's rxirber to 
display the presets and weapon loaded You can also switch to the laincher panel where all tLine 
vteapon assignments arevisibe 

To assign a contact to a tube: 

1. Select the desired Gntact IDfrirnthe Target Selection ciopclcwn cr dick a dontactdnthe Rre 
Qrtrd rrap to aLiorratically select it in the list 
Z Qickthe niJTber cjf atLlnedortainitTg a weapon appropriatefdr the target The dortact ID 
appears beldw the tube rxrrber indicating this contact is row assigned to this tthe. 

3b Qick P belcw the tiine narber to display the presets for the vteapon. For information dn all 
presets see Ship Stations/Rre COrnbol SLite^Presds dn p. 113 
4b \Ahen presets are entered click the LaLinch Panel icon to access the LaLincher Gotrols. 

S Once a torpedfo has been laLtnched didfctheWbiJtton to display the WreGLicleGaTtrols. 

NC3IE: Contacts can be assigned to a N^rtical Launch tLine if aTT^SM is leaded. If aTLAM is leaded 
i n the tLine waypoints must beset SeeTb assign \Aeypoints to aTLAM or SLMM on p 123. 

Torpedo Wire Guide Controls 

Once a torpedo is fired, its syrrbol appears dn the Rre Gotrol map. Wnen the vteapon enabes, 
two red lirnes e?<terndfromthetorpediDsyrn±)d indicating the vteapon's search cone. Until a torpedo 
enabes, it can be wire-gLided. 

• Qickthetorpedo's RreGatrb rrapsyrrbd to display the wi re guidtedxrtrbs. 

I taxi ng Qick the ri^nt facing anew to increrrent the vteapon's ordered heading Cickthe 1^ 
facirngarrxDw to ciacrease the (Ordered heading. 

BiaUes Qick to enabe the weapon b^bre it readnes the enabe distance set in the Run to Enabe 
preset 


F^B-BiableE Qicktr) retun an enabled v\^pontD its pre-enaded stete without shutting the 
\A^pon down entirely If yxjv\OTt to wire giide a weapon that has already enadect click this 
option. The red enade cone dsappears. 

SHJdown Qick to shut dcwn the weapon entirely. The weapon can ret be enaded again if this 
option is selectjed. 

To assign waypoints to a TLAM or SIMM: 

1. Qickthe PLixter atLiDecortairiiTg aTlTWI or SLMM. The weapon presets are displayed. 

Z For aTLAM, enter a destruct range for the weapon. See Land Attack MissilePresets on p 113. 

3b For both TLAM and SLMM dick ASSKasjTORGETVWPa MIS then dick the Fire Control rrep. Four 
waypdrts are placed for aTLAM, cnewaypointfor a SLMM. 

4b Erter exact ccjorci rates in the Latitucte and Longitude presets cr click arxi deg the waypoint to 
the desired location. \Afeteh the latitLde and lcr>gtucie readout in the lower Idt cemer of the Rre 
Gontrd trap as you dog the waypoint to deberrrine its curent location. 

688(1): LAUNCH PANEL 



To launch a weapon from the torpedo tubes: 

1. cnee you have assigied a target to a torpedo ttiDe in the Target Dsplay firxJthattiiDe riLirber in 
the Lacnch Fanel. 

Z Qick F to flexxi the tiioe The I i^Tt flashes, then stays lit 
3b Qick E to eepalize the water pressLie inthetLte 

4b Qick MtocDpenthe rruzzleclocr: The I lights Lp, irdcatirgthatthe irterlocks have been rretto 
flrethe weapon arxJ the tii^e rxiTber li^Tts Lp. 

S Qick HREcDnce to lift the ccAer; dick again to Are the weapon. 



6L If yxjfir^atorpecbarxl>C)u\AanttE)vvinegJde it reliJTitr)largetDsplayanddickWne>d:tD 
tile rxrriDer of the tJ3e>oj fired Wstards for wire gu dance See 688(1) Target Dsplay/Wte 
Guide Gcntrols on pi 121 

To reload a torpedo tube 

Qiy torpedo tiJDes can be reloaded when Lnderv\ay. 

• If the v\eapon narredsplay reads Errpty, dick to load a weapon. Repeated dicks cyde through 
a\^ilable waaporTS. 

• lb change the v\eapon loaded in a tiJDe dick the weapon narre Lntil the desired v\eapon narre 
appears. 

ThetiiDe's nurber light flashes until the weapon reload is corrpiete 

■ If yxj dick an errptytiiDe arxithe weapon rTarres do ixt cycle, the rruzzledoorforthattLiDe is 
still open Qick the M button to dose the rruzzle door ard try again, tererrtaer that closirg the 
nuzzle door cuts the wire on torpedoes and UL^fe. 

^OE:TheLrioad'load process takes apprcpdrratelytwertyrTiriLJtes. Load rg an errpty tiiDe takes 
8-lOrrirxjtesdeperxirTgonthesLfciTBritTe If the RreGcntrol Qjck LaLnch option is 
selected in the Cptions>Garre page the Lnload^load time is cut to forty secorxte arxl loadng 
an errpty tiJDe takes 20 secxnds. 

To launch missiles from Vertical Launch Tubes: 

1. Inthe 688TLAMS andTT^Ivis can be fired from the 'wbrtical LaLnchlTiDes. 

2. AftBT you have assigned v\aypdnts fiar aTL^WI or assigned a target to a tiine containing alT^SM, 
locate tinat tiine rnLrrber in the Launch F^rnel. 

3b Qick Pto pressurize the tLte. 

4b Qick M to open the rruzzle door. The I lights Lp, indcating that the inter-locks ha\e been rretto 
firethe v\eapon arndthetiJne rxirber lights Lp. 

S Qick HRE once to lift the cover, then dick again to fire the vteaporn. 

NC3IE: Rerrerrtaer, you can only loadN^rtical I ai nch tiines when you're in port! You can't reload 
once you' re underway 

INDIE: If a tiJne nurber does not light Lp and the Rre button does not respond, neke sue there is 
a target assigned to the tiJne If a target is assigned check the H^rPressure Ar bank in 
Ship control. A weapon laLinch requres a charge of at least 50% in you" air banks. See Ship 
Stations/Ship Gartrol on p 52. 

To launch Countermeasures: 

1. Qick HRE to open the ccAer, then click again to fire the countermeasLie 
Z To reload or load a dfFerenttypeof axrterrreasLredicktheerrpty textor weapon narre and 
continue diddng to cyde through the available options. 

688(1): WEAPON INVENTORY 



TheVteapons IrTveritory sirrply dsplays thecLirerttypeard rxrrber of vvaaporos on board yotr 
SLiD. No interaction is possible The nurbers dedine as appropriate each tirre a \Aoapon or 
coLrterrreasure is dspensed. 



AKULA: FIRE CONTROL SUITE 

TheA<iia's RreGontrol SUtecxrBistsofthelargetDsplay, theLaLrchFanel andthe\Afeapons 
Ins^rtDry. These stations are reached by dickirg cnecf the buttors atthe bottornof the Rre 
central Stations. 



AKULA: TARGET DISPLAY 



TbeAKLialargd: DsplaycorTsists of the RneCOrtrol trap, the Target Seledion List, theTtiDe 
Selection Panel and the Map Cintrol F^nel. The Rre central trap is described in Ship Stations/Rre 
Cbrtral Suite^RreCiritrol Map on p. 115. 



RreQTtrd Map 

MapQxtrol F^nel 

RreCbrtrDl 
Staticn BuBrrs 


Taf^t Selection List 
Tite Selection Ftenel 


Map Control Panel 

In addition to the trap cortrcls described in Ship Statioris'Rre COrtrol SUte'RreCiritrol Map on p 
115, the A<ula has map control buttons to zoom in and pan the rrap dsplay 
V\feBpcnlmclG: \Ahenthis button is CM (lit) all \Asypoints assigned to any land attack rrissileor 
nine dsplaiy on the rrap. V\hen this option is CFF (dark) the button is dark and only the v\eiypdnts 
for the \A^pon in the selected tLiDeshewv on the rrap Qick to tog^e the state of this button. 
GertErenOAinsHpeVNihenthis button is CM (lit) tine CXArBhipsyrrbol is centered in the RreGontrol 
rrap when the rrap is zexmed in 



Target Selection List 

This <±op-dcvvn list contains all of the contacts curentiy desigiated inthegamaTheGDritact ID 
selected in this list is availadefor assignment to a specific tLfce as described inTcine Select] on 
Fanel/Tb assign a contact to a tube belcwv. 

Tube Selection Panel 

From the Tiine Selection F’anel contacts are assigned to specific tLines and weapon presets are 
entered-TTietorpedo wire gjde controls for the Internal Hines are also accessed from this panel. 

A riLiTber represents each of theA<Lias ei^nt internal torpedo tiines arid six external torpedo 
tiines. 

N3IE:TheA<Lia Inas a doLide-hJI cornstruction. Thetiines r^erred to as external tubes are 

external to the pressue hull and canrnot be reloaded when the siin is crderway The internal 
tiines are accessed from within the pressue hUI and can be reloaded. 

Theei^nt internal tiines consist of fou" 53 cmtLines nurbeied 1 thrau^ 4 and fou" 65 cmtiines 
rxjTbered 5 throu^ 8. The irntemal tiines occLpythe gnper portion of the Hine Selection Panel. 
The ICAAO" portion of the panel contains the six external tiine selectors rxrrbered 1 through 6. 

To assign a contact to a tube: 

1 . Select the desired Gortact IDfromthelargd Selection List or dick a centact on the RreGontrol 
rrap to autoratically select it in the list 

Z Qickthe rxtrber of a tLiDeoDrtairiiiTg a weapon appropriate for the targdi The ceritact ID 
appears below the tube rxrrber indicating this cortact is now assigned to this tote. 

3b Qick Pbelcw a tii^e rurrber tod splay the presets for the vteapon. For infonration on all 
presets see Ship Stations/Fire control Sute^Presds on p. 113 
4b \Ahen presets are ertered click the Laurch Panel icon to access the Lauxher Gontrols. 

S Chce a torpedo is lauxihedfriomorieof the irternal tubes dickthe Wtutton todsplay its Wre 
Guide Cbntrols. 

Torpedo Wire Guide Controis 

Cnee a torpedo is fired, its syrrbol appears on the Rre Gontrol map. \Ahen the v\eapon enables, 
tvto red I i res e>derxl from the torpedo syrrbd indcatingthev\eapon's search cone Uhtil a torpedo 
enables, it can be wire-gLidad. 

• Qick Wbelcw the desired tube to wire glide the torpedo from that tLite. The Wis only selectable 
if the tiiDe has fired a torpedo that can be wired guded. 

I taxi ng Qick the ri^Tt feeing anew to increment the weapon's ordered headng Qick the Idt 
feeing arrow to decrease the ordered headng. 

BiaMes Qick to enable the weapon bdbre it reaches the enabled stance set in the Run lb BTable 
preset 

n^B-BiaUeE Qickto rebun an erTabled v\eapon to its pre- enabled state without shutting the 
vteapon down entirely If yxjv\OTt to wire giide a weapon that has already enabled, click this 
option. The red enable cone dsappears. 

SHJdown Qickto shut dewn the weapon entirely The vteapon can ret be enabled again if this 
option is selected. 


To assign waypoints to a SSN-27 LAM or Mobile Mine: 

1 . Qick the Ptrcter a tLlDe containing a SS-N-27 LAM or a Moble Mine. The weapon pres^ are 
dsplayed. 

Z For the land attack rrissile (LAM) enter a destruct rarTge for the weapon. See Land Attack Missile 
Pres^ on p. 113 or Mine Presets on p: 114 

3. Far both SS-N-27 LAM erdi Mobile Mire dick ^esiasiTWttrwaTONIS then click the Rre 
Gentrd rrap: Rxr v\aiypoirts are placed for a SS-N-27 LAM, one v\aiypointfor a Mobile Mine 

4k Enber exact coord nabes in the Latitude and Longitude presets or dick and dag the v\aiypoint to 
the desired location. \Afetch the latitude ard longtude readout in the Icwer Idt comer of the Rre 
Gentrd rrap as you dag the waypoint to deberrrine its curent location. 

AKULA: LAUNCH PANEL 



From the Lacnch F^nel weapons selected in theldget Dsplay are laLnched. 


LaLTch F^ne! Buttm 


IrtemalTLtiesTLties ExtEmal TLtes 
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To launch a weapon from the torpedo tubes: 

1 . Chcevou have assigied a target to a torpedo tLlDe in the Target Dsplay, firdthattiiDe ncrrher in 
the Laurch Fanel. 

Z Qick F to flood the tube The veil ow li^TtabcA^ the button flashes, then stays lit 

3b Qick E to ecfjalize the v\ater pressure in the tube 

4b Qick M to open the rruzzle door The tube rxrrber limits L 4 D. 

S Qick HREto lift theccAer^ dick again to fire the weapon. 

6l \Ahenthetibe is errpty, the red light to the Idt of the weapon name window goes dark. 

7 . If voj fired a torpecb and vou want to wine guide it return to the Tdget Dsplay screen ard dick 
the W rext to the nurrber of the tube yxj fired Wstards for wire gJdarce See Akulaldget 
DsplayAAire Glide Gontrols on p 125. 



NC3IE: 53-65Kt3orpedoes are wake fxmers and can not be wire gijded in SLiDGDrrrrBrd. 

To launch a UUV: 

Because a ULN/is a sensor, not a v\eapon, it need not be assigied a target in thelarget Dsplayto 
befired.ThetLiDe is fired as described abo\e. 

1. If yxj waiTtto laLrK±ithe ULN/toa depth otherthan OAATshipdeplh, first select the tiiDe 
containing the ULN/in thelarget Dsplay ard dick Pto dsplay its presets. 

Z Qick the checkrrark to deselect LfeeCB Depth and dsplay the Depth preset 
3b Qicka cfigt to increrrent its \^lue Ri^Tt-dick to decrease the \^ue 

To reload a torpedo tube: 

Cniy internal torpedo totes can be reloaded when Lrderway 

• If the v\eapon name cfisplay reads Errpty, dick to load a weapon. Repeated clicks cyde through 
a\^ilable weaporTS. 

• lb change the weapon loaded in a tote dickthe weapon narre Lntil the desired weapon name 
appears. 

The red li^Tt to the Idt of the weapon name flashes Lntil the weapon reload is corrplete. 

■ If yxj dick an errptytiiDe arxithe weapon tTarres do rxt cyde the rruzzledoorforthattLiDe is 
still open Qick M to dose the rruzzle door arxl wait until the tube is ro longer flooded, then 
reload the totDe Remerrber that dosing the rruzzle door cuts the wire on torpedoes and ULN/fe. 
NafETheLryoad/load process takes approxirratelytwertyrTiriutes. Lead rig an errpty tiiDe takes 
8-10 rrinubes deperxirig onthesLixrariiTe If the nreCortral QJckLauich option is 
selected in the Cptions>Garre screen the Lnlcad>load time is cut to forty seconds and 
loadng an errpty toio takes 20 secends. 

NC3IE: If a tuiDe number does net light up and the Fire button does net respond check to make sure 
there is a target assigned to the tuine Also check the Pressure Ar bank in Ship Gantrol. 

A weapon launch rec^Lires a charge of at least 50% in your air banks. For IrifbrrrBtion on 
hew to charge your air banks see Ship Stations/Ship COntrol/Ship control Tasks on p. xxx 

To launch countermeasures: 

1. Qick HRE to open the COOT, and dick again to fire the countermeasure 
Z To select a dfferent countermeasure or lead an errpty tuine dick the narre cf the 
courtenreasure continued dicks cyde throu^ the available options. 

AKULA WEAPON INVENTORY 



The \Afeapon Invertory sirrply dsplays the current type and nurrtaer of weapons on board your SLtx 
No interaction is pcssibe The nurrbers dedine as appropriate each time a weapon cr 
countermeasure is dspensed. 




RADAR STATION 



SLixnarine radar is used e>«dusi\^y when the siiD is at periscope depth or when the siiD is 
sufaced. Uhlike the peri scxpe radar works v\^ I in foggy concfitions. Radar should be used with 
caution. \AiTen>oj use radar >oj corrrrijicatTefbLrthirigs toother slips i n the area whether th^ 
arefriendy, neutral, or hostile 

■ Mxr presence If you had been operating co«ertiyLp to this point yxj ro longer are 

■ four bearirig.Aiy ships that picked LpyoLrenission are irrrrediately aware of yxrbearirig to 
them 

■ four prcDdrhty CtiTer ships rray riot krow the e><act rarge to yoLTSLiarariiTe but the relatixe 
strength of yoLT signal will g\e them a general ideaof yoLr pnoxirTity 

■ V\hoyou are Ships with ESM capability can quickly deterrririe that you are a US. or Russian 
SLiDTrari rie by arialy^ rig yoLT signal . 

Marking contacts with radar: 

The radar Station operations are the sarre on all si ins. 

3b Ensue that you are at PehscxDpe Depth or less and mcMtng at 8 kts or less if the sail is 
SLlxnerged. 

4b Qick RAISE in the Radar Mast panel to raise the rrast The Ready light ^cws when the radar 
mast is extended and radating. 

S Gontacts shew Lp as bright spots on the dsplay. Crag the cusor and center it on a contact 
6L Qick MftRK to send the contact's bearing and range to TMA and the Navrrap. 

7. Qick the desired range scale anchor range rings spacing 

8b Qick CFF in the Range Rings tog^e switch to dsable range rings altogether 

NC3IE: Radating while SLi^rrerged destroys your radar. 



1 ^ 











RADIO ROOM/ESM STATION 



In SLiDGomrarxlthe Rado Rccxriand ESM (Bectronic Support Measu^) stations arecorrbined. 
The radio is used to recei\^ intelligence and tasking i 4 xlates while ESM allcw\s you to detect and 
dassify contacts when at periscope depth. 

RADIO MESSAGES 

The radio is yotr link with the outside \A 0 ld. At the begrniiTg of each rrission, you should always 
r^ewycxj'CLjrerTtrrission orders ard check for ariyrewiribel or tasking messages. Incxrring 
messages can prcMde crucial Lpjdatjes on targets. This irformation can indude extremely helpflJ 
irforrration on a targdi's last krown position and ev^n its estimated cccrse and speed. 

To necei\^ messages you rrust raise the radio rrast or stream the floating wire antenna. There are 
acKoTtages and dsacKontages to both rrodes. The floating wire receixes rressages far more 
slowlythanthe rado mast, but the wire can be used Lrder icearxl you don't ha^e to be at 
periscope depth to use it 

\Aiile the mast cdlects signals qJckly you rrust be at periscope depth to use it Because it 
protrudes from the water, the rado rrast creates a wake that can be seen by aircraft and prcx/ides 
a suface that can be detected by enerry radar. 

There are speed restrictions when using eitherthe wire cr the rado rrast 

■ tecior^bst'rbu rTLEt beat periscope depth and at 8 kts cr less when the sail is SLlxnerged to 
axoid damaging the rrast 

■ noHHngWrss You rrust not exceed 18 kts cr damage occirs. Make stre the wire is streamed 
to at least half of its length in order to enscrerressage reception 

RECEIVING RADIO MESSAGES 

To receix^ a message: 

1. Select either the floating wirearterna crthe radoarterna mast to receix/e the message 
SeBRAJOlf 

• l^cfor/teb Uhder Rado Antema dick the + (Raise) side of the buttonThetextflashesgeen 
until the rrast isfully extended then remains geen crtil the rrast is ICAAored. 

• HcrfngVMres Qick right-facing dOLidearrcws to streamthe floating wire. Aprogress bar 
indcates how rruch cf the wire is cmertiy deployed. Qick the square (Stop) button to stop the 
wirch. Qick the left-facing arrows to retri^e the array 






688 ( 1 ): 

• tecior^bst Qick RAISE abo^ the tDg^e switch to raise tine RacioATtenna rrast 

• HoatingWres Qick SlREAMtodeploythe RoatingWreATbenra. 

AkiJa: 

• l^cfor/teb lr> the Radio Aterna panel dick RAISE to exbend the Radio Mast The g^en light 
flashes Lntil the rTBSt is fUly extended then glov\s sbeacily. 

• Heating \Alre: In the Heating Wre panel dick STREAM A progess bar below the switch indcates 
the length of the wine that is CLtrendy deployed. 

Z Look at the rressage screen for incorring rressages. Ascroll bar appears inthe rressage 
window if there are rrore rressages than can be displayed at onetime The newest message 
traffic is always at the bottom of the scroll i rig text Message traffic rray rxt appear irrrreciately. 
\Ahen a message is recei\ed, the Recei\e or Incorring Message button glows briefly 
3b Ater a rressage has been receixed, lower the Rado Mast 

ISDTE: Rado message text also appears in the Rado Hstory Wrxfcwon thel^k Bar \Ahen a new 
message is received, the rado history selection button (the due square) on thel^k Bar 
flashes cntil the button is selected. Ycu can raise and lower the rado mast from the T^k 
Bar's erders menu from any screen 

ELECTRONIC SUPPORT M EASU RES (ESM ) 

The ESM mast is desigied for the passixe detection of radar errissions. This sensor detects any 
platform in yocr area that is errploying radar. V\hen the Mast is raised, a contact appears on the 
circLiar ESM Dsplay as a bright wedge extend ng from the center of the dsplay to the bearing 
indcator at the dsplay/s outer edge The intensity of the sigel is usually an ircication of the 
contact's praxirritytoyoLr ship.The BM Indcator lights indcate the strength of the signal ard 
mo^ from geen to red as the signal strength grows. 

In addtion tothecx}ntac±'s bearing, ESM can also tell youthetypeof ship that is radating. 'rtxr 
ship's corrputer analyses the transrrission and compares it to those in its database 
Because you rrust be at periscope depth and the ESM mast is exposed, you rrake yoLr ship 
xAjInerade to detection when using ESM. BesLieto rrirTirrizethearroLintof tirreyoLr KM mast is 
exposed. 

DETECTING AND CLASSIFYING CONTACTS WITH ESM 

To use ESM : 

1. I^se the ESM rrest to activabe the ESM system Rerrerrber that you rrust be at periscope depth 
and at a speed of 10 kts cr less if the sail is stbrnerged. 

SeBRAJOlf 

• Under ESMArtema dick the + (Raise) side cf the button. The text flashes green Lntil the mast is 
fUlyexterdedthen rerrains geen Lntil the mast is lowered. 

688 ( 1 ): 

• Under KM Antema dick RAISE afc)Ove the tog^e switch to raise the KM Antema mast The red 
li^nt is lit when the rrast is raised. 

AkiJa 

• Cn the KM Antema panel click RAISE to extiend the Rado Mast The switch rn>es to that 
position. A geen light flashes Lntil the rrast is fiJIy extended then ^ows stead ly. 


Z Detorrine the bearing arxldassification of the ccxTbact 

• aick the contact signal intheESM Dsplay to debemine contact bearing and to view the soLrce 
of the signal (e.g. Kircv, l-telix; etc.). You can also dick and ctag the triangle CLfsoraroLnd the 
bearing indcabor to center it on a contact 

■ The bearing of the contact appears in the Bearing field. 

■ Thedass rnarreofthecortact appears in the SoLTcefielcl It rraytakeoneor rnoresvteeps of 
the dsplay b^bre the class is identified. 

3b Estirr^be the prodirity of the cu icJL b l^e note of the intensity of the contact on the 

Dsplay arxl the rxrrber of E5M Indcator lights that are lit Astrong signal can ind cate that the 
contact is relatively dose 

4b Se nd ti ie b ca iix i ctata to the station. 

• Wnen the cursor is centered on a signal, dick MftRK This assigns an alphancrreric contact IDto 
the contact and sends it toTMAand the Nav map. ESM contads ha\e E designations (EOl, E02, 
etc.) 

SEAWOLF: RADIO/ ESM STATION 

The Seavwdfs RadcySM Station is described belcw. The use of these featues is described in 

Radc^SM StatiorVF^eiving Rado Messages starting on p 131. 

Message Ftec^ived li^ 
F^o Ma^ controls 

Rado Message Dsplay 


Heating Wre Controls 
Heating re prog^ss bar 


ESM Dsplay: Gantacts dsplay on the bearing at which th^ are detiected. The triangle cersor 
selects a contact when centered on the bearing of the contact. 

Sigial Stren^the The strength cf the signal is represented as a series of celored bars that rrx>je 
from green to red as the signal increases in strength. 

Dea li ng Reackxjtcjf the bearirng at the pcsitierr of the triangle cursor in the ESM Dsplay 
Sauces The dass name of the scxiee of the signal at the ctiscr location. 

ESM ArAerra: Dick RAISE or LOAH^to extend or lower the ESM nest 

rubric Qicking here to sends the bearing of the selected ccDrntacltDTMAarndthe Navrrap. ESM 
contacts ha\e E designations. 

Receives Wnen a new message is recei\ed this light glcw\s briefly. 

I^cfo ArAerra: Qick RASE or LCX/\ER to extend or lower the Rado rrest 




F^cf o l^^bssage Dsplay: A\\ radio messages dsplay in this scrolling window. Scroll tothe bodomto 
seethe newest message. 

RcatingWre: Qickthe right-teing dOLide arrow to stream the flcetiiTg wire Qickthe Idt-facing 
doLide arrows to retrieNe the floating wire Qick the square (Step) buOontostopthe wirch The 
portion of the wire CLirentJy deployed is depicted inthe progess bar. 

688(1): RADIO/ ESM STATION 

688(l)'s Radc/ESM Station is described belcwv. The use of these featLies is described in Radc/ESM 
StatiorYReceiving Rado Messages starting on p. 131. 



Rado Messa^ Dspi^ 
Message Recei\/ed ItxicatDr 
Bearing 


BMCbrtad: 


ESM Signal Strangtti IndcatDr 
EM Dsplay 


RcatingWre Controls 
Wre Cloyed 

RadoAtenra Mast 
Controls 

Mark 

BMAtenna Mast 
SoLTce of Selected Signal 


l^cfo r^bssage Dsplay: A\\ rado messages dsplay in this scrolling window. Scroll to the bottom to 
see the newest message. 

Receives V\hen a new message is recei\^ this light glcw\s briefly. 

RoatingWres Qick STREAM to deploy the floating wire antema. QickCff to stop the winch. Qick 
RETRIEVE to retrieve the wire The lerrgth of wirecLireritiy strearred is shown in feet to the right of 
the switch. 

l^cfoArAerra: Qick RAISE or LOtAB^ to extend or Icwer the Rado ATtema rrast 
ESMArAerra: Qick RAISE cr LOAH^to extend cr Icwer the ESM Antenna mast 
ESMS^ibI Strength Irdcahcr: These lights indcate the strength of the signal and ascend from 
geen to red as the signal grws in strength. 

ESM Dsplay: Contacts dsplay on the bearing at which they are detected. The triangle CLisor 

selects a contact when centered on the bearing of the contact 

DccMincy Dsplays the bearing at the location of the ctrsor on the SM Dsplay 

Qicking here sends the bearing of the selected ccxntacttoTMAard the Navirap ESM 
contacts ha\^ E designations. 

Sauces D splays the d ass name of the signal scxrce designated by the triangle cusor 


AKULA: RADIO/ ESM STATION 

TbeA<LJa's RadcyESM Station is described belcwv. The use of these feabjres is described in 
RacScySM StatiorVF^eiving Rado Messages starting on p 131. 


Incorring Mssage Dsplay 
Message Recei\/Gd Itxicabx 


Rado Antenna Qrtrds 

Floating Wre Controls 
Roating Wre Prcig^s Bar 



ESM DsfJay. Signals (cxDntacls) display on the bearing at which they are detected. The trian^e 
CLj-sor selects a contact when centered on the bearing of the cortact 

Sigial Sbeii cj Ui I ncl c a ta f : The strength of the sigial is repesenbed as a series of colored li^Tts that 
illLrriratefrorngeente) red as thesigial increases in strength. 

Sauces D splays the d ass narre of the sigial socrce desigiated by the triangle ccrsor 
Dcu l ncy Dsplays the bearing at the location of the ctrsor on the BM Dsplay 
rubric aickdng here sends the bearing of the selected contact to TMA and the Nav mapL ESM 
contacts ha\^ E desigTations. 

ESM ArAerra: Dick RAISE or LOAH^to extend or lower the ESM ATtema mast 
Incorring Messages AJ I incorring message traffic dsplays in this scrolling wirdcw with new 
messages tbl lowing older ones. 

l^cfoAriberra: Dick RAISE or LOtAB^ to extend or lower the Rado Antenna rrast 
Floating V\i re: Qick SlREAMto deploythe floating wire antema. QlckCff to stop the winch. Qick 
RElWEV^to retrieN^the wireThe progess bar below the switch represents the amoLrt of wire 
CLirendy strearred. 



PERISCOPE AND STA DIMETER STATIONS 



Periscopes on mxlem sii^rTBrines are hi^y sophisticated pieces of equpmenL Many siiDS carry 
both a search periscepe and a short-range attack periscope. Stio COmrarxl rrerges several 
capabilities into a single periscope on each controllable SLiDrrarine 

In adcitionto a Lew Light l^ek/ision (LLTV) which enhances yocr ablity to see catacls at right, the 
periscope also has an ESM sensor This sereor is crrri-cirecticxTal and indcates the preserTce of 
radar signals in the area as well as a general l^el cf signal strength. 

\/lsual contacts prcMde a wealth cf iribrrrBticxn. Bearing is knewn imreciatEly Lpen si^nting 
A±itional analyses cf the contact with the Stacirreter can prcMde an acctiate range to the target 
as well as its classification. Lbed together the pehscxDpearndStacinnaber can prcMde the contact's 
bearing, range and coerse three cf the fexr elerrerits rieecled for a target scDlutioriYcxj still need to 
detemnne the contact's speed. If you ha\^ dassified the contact using the Stadmeter, you can 
easily estirrate the speed using the sonar's DB^ICN ftncticn. See Ship Stations/Sonar/DBMCM 
SCNAR Station cn p. 77. 

The aadmeber Station is used to d^errrine the range ccxrse and dassificaticn cf visual contacts. 
Qnceyxj ha\^takena photo erf the cxntac±fiorn the periscope yxjcan identify and classify the 
ccntact with the Stadmeter. The Stadmeter can also be used to estirrate a strf^e ship's range A 
ccntacts ccxrse can be deterrrined by observing the target aspect or an^e cn the bew (ACB). 
Since an exposed periscope gmerates a wake, using the periscope raises the likelihood that your 
shipeexid be spotted from the air. It can also prcMdea raciar rettrn toships in the area. Aother 
dsacKartage cf using the periscope is that it has a relati\^y short range approxirrately 3.5 n.m 
Most likely yxj will detect the cxntact with cne cf yxr ether sensors before yxr wodd be able to 
see it in the periscope 

Periscope depth \aries for the cxntrollable sub dasses in StiD GOmrand. 

■ Seawotf: 69 feet 

■ 688(1): 65 feet 

■ Aloia: 16 meters 

Ycur speed shexid not exceed 10 knots when yxr scope is raised and ycur sail is siimerged or 
you risk darraging the rrast 

DETECTING CONTACTS WITH THE PERISCOPE 

Press ¥ to mexe to the Periscope Station. 

1. Enscre the ship is at periscope depth ard vour speed is within the designated parameters. 
PeriscxDpe depths arxl rraxirrLmspeecfe are as fdlcws: 

■ Seawdf: 69 feet, 10 kts or less if the sail is submerged. 

■ 688(1): 65 feet 10 kts or less if the sail is SLbmerged. 

■ Akula: 16 meters (53 feet), 10 kts or less if the sail is siimerged 
Z Raise the periscepe \Afeit a rroment as the perisexpe is raised. 



Gcn wotf: 

• aick RAISE on the orange bar at the top cf the screen. The Raise text flashes g-eentriti I the 
scope is fully raised then remains geen. 

688(1): 

• Qick base of the Raise^Lov\o' tog^e switch on the side associated with the desired state. The 
green li^Tt indicates that the scope is lcw\oed. The red light flashes Lntil the scope is fUly raised 
then rerrains red until the scope is Icwoed. 

AkiJa: 

• Agreen light indicates that the scope is fUly Icvvered Qick RAISE The red light flashes Lntil the 
scope is fully raised then the light rerrains red 

3b \Ahen operating at right, switch to Low U^Tt TV (LLJV). This rrodie enharxes volt ni^Tt 
vision. 


• Qickthe LLIVbuOm. The button label is green when LLTVis on. 

688 ( 1 ): 

• Qick LLIVon the tog^e switch in the L|3per right of the station. 


• Qick LLIVon the switch abd^e the pehscxDpe view. 

4. Rotate the pan scope to look for contacts. Make Lse of the periscope's SM sensor as you rotate 
the scope This sersor can alert you to the presence of a contact b^bre yxj can see it in the 
pehscxDpe view. The lights cf the ESM serecr illurnriatefrorngreento yellcwtored cteperxirTg 
cntheprcDdrhtycf thecdxTtact Qeen ircScabes that the contact is far away 


• Lfee the l^arxIri^TtpciritirigaiTOAScn outer encte of the periscope harxJecr dick and ciag 
inside the view to rotate the scope 360°. 

■ The ESM ircicartor is located abdAe the periscope view. 

688 ( 1 ): 

• Qickthe Fan buttons on the 1^ periscope harxJeor dick and <dag in the screen to rotate the 
periscope 360°. 

■ The ESM ircicartor lights are located to the ri^Tt of the perisccpe view. 

AkLia: 

• Qickthe red arrows on the l^arxl right periscope hardies, or dick and ciag in the periscope 
viOA/ to rotate the periscope 360°. 

■ The ESM ircicartor is a vertical stack cf li^Tts to the Idt cf the periscope view. 

S Zxjrn and acfust VOLT view. Center the viqa/ on the ccntact of interest Znmin and adjust the 
el^^on as needed 


• Qickthe plus arxJ rrirxB bLJttcns on the right periscope harxle to zodrn in ard out cn the vioA/. 

• Qick the Lparxictown arrow buttcnscn the 1^ periscope hancJe to adjust the el^^on in the 
\A&N. 'rtxj can also dick and <±ag in the periscope view to adjust the el^/aticn. 

688 ( 1 ): 

• Qick the Zxm buttons cn the ri^Tt periscope handle to zodm in arxl out inthe periscdpeview. 

• Qickthe Bev buttons cn the 1^ periscope hancJeor dick and ctag inthe periscxDpe view to 
adjust the elcN^on seen there 


AkiJa 

• Qick the Lpjer half cf the Zxrn crank IlIMJI zoomout Qickthe Icvva" half cf tlTecraii<tDzc)omin. 

6L Mark the conbact MatkirngthecortactassigrB itarn alpharxiTEric <teignaticn ard serds the 

bearing irfcmiBtion for the visual si^iting to the Target Motion Aialysis station. \/lsual a^rtacts 
hcNe a V designation. (\/01, \XD2 etr:. ) 

• In all SLiDrrarines, dick MARK 

7. l^e a photo of the contact for use in Stadmeter. Cfenter the contact in the rridcJe of the 

periscope view, ^ign the horizortal I irne with the v\aber1 ire before yxj take the pi ctcre. 

• In all SLiDrrarines, dick PI-DIQ 

NC3IE: If ycu are within three nautical rriles of a lard cortact when you mark it with the periscope it 
is dassified by the garreardyxj can target it with lard attack rrissiles. If yxj see bUldngs 
throu^ the periscope ard are not abeto rrarkthemek/cn when you are inside the three 
nautical rrile range the bdldng is not a simJation object ard cannot be marked. BJIdngs 
trust be designated as simJation objects when the rrission is designed See Mission 
Edtor/Ctaject Properties Panel/Buildng Properties on pi 182. 

SEAWOLF: PERISCOPE STATION 


The Seawdfs Periscope aation is described here step by step irnstructiorns on using the 
Periscope see F^scope StatiorVCtetecting Gantacts with the Periscope on p 136. 



Lower: Qick this text to Icwer the periscope 
l^ses Qick this te?<t to raise the periscope 

aacIrneterBUttonc Qick to rrcve to the Stadmater Station. Make sere that you photogaph the 
contact before going to the Stad meter. 

\AsLBi: Selects visual rnrxieforthe periscope viewfor dayli^nt viewirng 

LLfV Lew Light Td^sion al I caas you to see contacts more dearly at right. Qick this buttiontD 
activate LLTV 

rte ii sc o pe Vlew: The bearing you are viewing dspla^ atthetopof the PeriscopeMew. The zoom 
cr l^el cf rragification, is noted in the Lpper left comer of the view 




Photcc l^e cf phobD cf the visual a^ntact or use in the Stadmater. 

I^^bric /^igns an alphanureric Cbntact ID to the contact and sends the contact's bearing 
infcmaticn toTMA arid the Nav rrap. 

F^n Atckas: Qicking these controls mcve the periscope horizontally 360 degrees. 

Be^^cn Gortral Atovub: Gantrols the vertical view in the periscope 

ZbcmGcrtrcl y^rroAs: Znorrs in and out on the periscope view, lx 2x 4,x and 8x are a\^ lade 

688(1) PERISCOPE STATION 

The 688(l)'s Periscope Station is described here step by step itTstructiors tor usirg the 
periscope see F^scope StatiorVCfetecting Cintacts with the Periscope on p 136. 





PalsccpeN/aw 


Msual/LJLV mcde 
RaisQ^Lc^Aer Sccpe 


Ftelim tD Pal scope 
Ice Dsplay 


ESM Irdcafcr 
Stadmeter 


PhdD 




PanN/aw 


Zxm 


rte ii s cop e Vlew: A readout of the bearing yxj are viewing display atthetopof the Periscope Mew. 
The zoom or le«el of iragTification, is noted drectJybelcw the bearing readout 
VfsLd/LLIV Select visual rrcdefbr daytirrecr Lew UghtTd^sion rrociefor ni^Tt use 
l^sQ^LowEr. Toggles the state of the periscepe mast 

ESM Incfcabor: Indcates the presence cf radar errissions on a gi\en bearing. 

F^Vfew: Moves the view in the periscope view horizontally 360 degees. 

BewateView: Gartrols thexertical view in the periscope 

Photcc Qicktotakea phcjtograph cf the cxritact in the periscepe view fer use in Stacimeter. 


W 



f^scopeBittrrg The depressed and orange N^ighting irticate that the PerisoDpe Station is 
selectied. 

aacii T EbET Buttone Qick to rrt>^ to the Stadirreter Nation. 


I^^bric /^igns an alpharxireric Contact ID to the contact and sends the contact's bearing 
iriforrration toTlviA ard the Nav rrap. 

Zoom Zxrrs in or out on the periscope vioA/. 

Ice [Sspl^ Buttcrc tn the LpAard looking tel^sion used onthe688tDdeterrrinethe 

thickn es s of ice 


AKULA: PERISCOPE STATION 

TheAcJa F^scope Station is described belcwv. 


Rais^LoA«r tTB^ 


I 


1 


\/1sual/LJLV mode 


F^se'Lovuer: Raises or lowers the periscope mast 

VfsLBi/LLIV Qick the desired text tD select visual niodefordaytirreor Lew Light T^^sion (LLJ\/) 
mode for ni^Tt use 

Bev: Qick the hande of the crank to mcAe the view Lp or down. 

ESM Incfcabon Indcates the presence of radar errissions on a gi\^ bearing. 

DcEM i ncy Dsplays the bearing CLirendy at the center of the perisenpe view. 
rte ii sc o |3e Vlew: The 1©^ of rragification appears in the Lpper left comer when the scope is 
raised and the bearing appears above the view. 

Zoom Qick the herxle of the crank to ^3om in or out on the periscope view. 

Photcc Qick to take a photograph of the cxTitact in the periscope vi©A/ for use in Stadimeter. 

Ice Qspl^Butlcn: Qick hei©tD rro^tothe Uhder Ice Dsplay 

r te ii sc o pe Bittme The depressed red state ircicated that the Peri scope station is selected. 

Sad meter Butlcnc Qick here to move to the Stacimeter Station 

rubric Qick hereto assign an alphancmeric Contact IDtoa contad; and send bearing irifbrrration 
toTIviAard the Nav rrap. 
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STADIMETERSTATION 



Lfeing a photo of a contact taken throu^ the Periscope the Stadmeter allows yxj to classify the 
contact as v\^l as debemine its range and coLise. 

INDIE: The Stadimeter can only be accessed from the Periscope Station. 

• Press to reach the Periscope Staticn, then press the Stadmeter button. 

\Ahen the Stadmeter appears, the last photo yxj took throu^ the periscope appears in a window. 
Worship's corrputer scans its database cf silhouettes and creates a list of those d asses that ha\^ 
a length dose to that of the ship in the photograph. The ships that fit this criterion can be selected 
one at a tirre and their silhouettes viewed and notated intheSilhoudteVNirdcw. 

MaiipLiatirig the photo allows yxj todeterrriiTethecoritact’s range Findng a 3D silhouette that 
rratohesthephotoallcwsyxjtodassifytheccritact Rotating the 3D silhoiJFtte todcsely rratch 
the aspect seen in the photo helps you deterrririetheAIB. V\henyxj krcwvthe bearirigtothe 
contact and the AIB, yxj can f^riy accLiately deterrrine its ccxise 

DETERMINING COURSE WITH STADIMETER 

\Ahen you krcwthe bearirig tothe ccrtactardtheAIB, you can obtain a fairly accirate 
deterrri nation of its ccxrse by ddng some simple arithmetic. The Seawolf does the math for you 
ard sirrply presents yxj with the contact's ccxrse In both the 688(1) and the/^kda you rrust do 
the arithmetic for yxrself. 

^^Lire you hiave a contact bearing 235 and you have deterrri ned the d ass cf the ship arxf 
Icxated the ship's silhouette in the Stadmeter. Cnee you ha\^ rotated the 3D silhouette cntil the 
view of the rrodel rratohes the aspect seen in the photo, you krxAA/theAZBfcxthe ccrtact (This 
rxrrber appears i n the A3B field) /Assume that the ACB cjf the contact is port 42. This is all the 
irforrraticri you need to deterrrine the cxntact's ccxrse 

1. Rnd the reciprocal C3f the bearirig totheccxTtact This is the contact's bearing to you. In cxr 
exarrple the reciprocal of 235 is 55. Ifollcw these steps to ctetenrirTe the reciprocal. 

• If the bearing to the contact is 0 - 180 add 180 to the bearing rxirber. 

• If the bearing to the cortact is 180 - 360 siijtract 180 from the bearing rxirber 

Z cnee you have deterrri ned the reciprocal cf the beariiTgtothecxrtacl, add cr SLttract the 
rxirber intheAIE window as shown belcw. 

• If the crrtact has a port aspect add the rxirber in the AIB wirdow to the reciprocal. 

• If the contact has a sLd f Lum d aspect, siJjtractthe rxirber in the AIB wirxiow from the 
reciprocal. 

3b If the resdting rxirber is geater than zero ard less than 360, this is the ccxrse cf the cortact 
In cxr exarrple the reciprocal is 55 ard the AIB is 45. The contact's oxrse is 100. 

• If the rxirber is cpocta - that 360, si i ihart 360. The resulting rxirber is the cortact's cexrse 

• If the rxirber is less than zero, add 360 to it The resLiting rxirber is the cxntact's ccxrse 
Because the interfaces for Stadmeter are qcite dfferent instructions for Lsing this feature on each 
ccntrollabe stio are ccxered separately belcDw. 


SEAWOLF: STADIM ETER STATION 



Classifying a Contact with the Stadimeter 

Cnee you ha\^a phobog^ph of a contact; find a 3D-siltxiu^te that matches it 

1. FrcrntheCoi^*y (±op-dcvvn listselect a axntry nama Ships in that axntrys Oder of Battle 
that are si nil ar in length to the contact in the photo are listed in theOass list 

Z Select a ship class riarre from the Qass ciop-dovvn list A 3-D silhouette of that d ass appears in 
the Silhouette window. 

3b Rotate aixl zoom the rrodel. Qick the anows on eitha* side of theAZBwirxIow to notate the 
model intheSilhoLettewirxfcwLntil it rratchestheAIBcif the cxDrtact in the photo This can 
better help you deterrrine if this silhouette is a rratch Qick the Zoom buttons to alter the size of 
the silhouette inthewirdow. 

4b Gontinuethesearch. GOritirxje to cyde through the coentries and dasses cntil voufind a 

silhouette that rratches. The rerre listed intheOass window identifies the dass of the contact 

Determining a Contact’s Range with the Stadimeter 

1. Ai^ustthephabD. Oickthesicieef the photo cortairirig the ccxTlact's highest mast and (±ag that 
side of the photo such that the top of the highest mast is e»^n with the waterl i ne on the ether 
half of the photo. The estirrated range to the ship is displayed in the Range window 

Z Mark the contact Cnee yxj ha\^ detenrined the contact's range, dick MARK to send the 
contact's bearing arxl range to TMA 

Determining a Contact’s Course with the Stadimeter 

1. Locate the correct silhouette aickthrou^thea\ailade models cntil >ou find one that rratehes 
the contact in the photo. 

Z Match model aspect to photo aspect LfeingtheAZBarrews, rotate the model crtil the aspect in 
the phete rratches that of the rrodel. 

■ Thecortact's eexTse is rxAA/shCAAn intheGoLTse wirxbw. 

NC3IE: The cortact's ccxrse is net sent to TMA when Mark is clicked >txj rrust enter the coerse in 
TMAyxjrself. 


688(1): STA DIMETER STATION 



Classifying a Contact with the Stadimeter 

1. Select a class. Oick BOCK and ISE>0"tr) view a different platform class narre in the Ship 
Silhouette list A 3-Dsilhouette of that dass appears intheSilhouettewirdow. 

Z Rotate arid zoom the rrodel. aickPCKT and SlBDto rotate the aspect of the 3D model in the 
Silhouette window Lntil it rratehes the position of the a^rtact in the photo. This can better help 
yxj deberrrine if this silhouette is a match. Qick the Zxxn buttons to alter the size of the 
silhouette in the wirdcw. 

3b Gontinue the search. COriti rtue to c^e through d asses until \oufird a silhouette that matches. 
The name listed in the Ship Silhoudte window identifies the dass of the contact 

Determining a Contact's Range with the Stadimeter 

1. Ai^ustthe phota Qickthe lrrageA:|ust buttons to separate the two halves of the imaga Aifust 
the image such that the top of the hi^nest mast is ^^n with the waterline on the other half of 
the imaga The estimated range to the ship is dsplayed in the Range (Yds) dsplay. 

Z Mark the contact Chce you ha\te deberrrined the contact's range, dick MQRKto send the 
contact's bearing arxl rargetoTMAardthe Nav map 

ISDIEiTddeterrrirtethecxDritact's cxxrsesee CGberrririirig GoLTse with Stadmetieron p 141 



AKULA: STA DIMETER STATION 



CLASSIFYING A CONTACT WITH THE STADIMETER 

1 . aicktheCCxTtryam>ASt30selectaccxjTtry narre in tine ODuntrywinckDw. Any ships in that 
coLTitrys Order cf Battle that are si rri I ar in length to the contact in the photo are available for 
selection intheOass windcwv. If the selected coLrtry has ro ships that fit the criterion, the Oass 
wirdcw is bank. 

Z Qick the Sbp Oass anov\s to cycle through the ship classes from the selected cxxjrtrythat 
match the length criterion cf the sbp in the The narre cf the selected class appears in the Sbp 
Qassification wirdcvv. A3-Dsilhcxjcttecf thatsbpciass appears in the SlhcxjeUe wirdcvv. 

3b Botartethe rrodel. Qick the amDv\s on either side cf the AQB. (AT^ecntheBcDw)wirctowto 
rotate the model intheSilhcjuettewirdcAA/Lritil itrrabchestheAZBc^ftheccritactinthephcto 
Tbs can better help you d^eirrine if tbs silhouette is a match 

• Qick the Zxm buttons to alter the size of the silhouette in the windcw. 

4b Gontinue the search. CCxTtitxe to cycle through the cocntries and classes tritil you find a 

silhcxjettethat rratches. The narre listed in the Sbp Qassification wirctow identifies the class cf 
the contact 

Determining a Contact’s Range with the Stadimeter 

l.A:|ust the photo QickthesicJecf the photo cxritaibiTg the ccrtacts bghest mast and chag that 
side cf the photo such that the top of the bghest mast is ^^n with the water! i ne on the other 
half of the photo. The estimated range to the sbp is displayed in the Range window. 

Z Mark the contact Cnee you ha\^ debenrined the contact's range, dick MQRKto send the 
contact's bearing ard rargetoTMAardthe Nav map 

hOE: lb detenrirte the cortacts exxTse see Ceberrri brig COerse with Stadmeberon p 141. 




UNDER ICE DISPLAY 

All ODntrollade SLte i n SlId GdttttbixI arc capad ecf operating and surfacing when Lrder the ice 
The basic Lnder-ice operating procedues arc the same regard ess of the siiirrari red ass ycu arc 
comranding and arc cohered in Special Cperations ard ProcedLies/Uhder Ice Cperations on p. 

152. The use of the Uhder Ice Dsplay to locate poivnyas is cr^ered here. 

In ordertDSLTf^e vvhen Lrderthe ice it is necessary to locate an area of thin ice or open vveter 
called a pdynya. In SiJd CbmTarxi, each dass of SLiDrrarirTe uses dfferenteqJprrerTt to locate an 
appropriate place to SLrf^e These arc o>ered separately belcwv. 

In Sl±) GOrrrrard, all controllable SLixrarines arc g\en equal Lnder ice capabilities. No one hdl is 
stronger than arxther Surfacing or atterrpting to stiface in ice that is too thick can cause darrage 
toyxr ship. 

ICETHCKI^SS DfiMPCX. 

0-4 feet No CaniBgetoCXArBhip. 

4-8 feet Minor daniage (May lose ice sensors). 

8- 12 feet Moderate darrage May lose rrasts. 

>12 feet FI oodng possible 

SEAWOLF: UNDER ICE DISPLAY 

The Seavtolfs Uhder Ice Dsplay is incorporated into the ship's Trim D splay intheShipCiritrol 
Staticri. A profile cf the ice thickness abcA^CXAffTship is represerted across the top of the Trim 
Dsplay If yxj change your coLTse thedsplay instartiy Lpdates todsplaythe ice thickness on the 
new course 

688(1): UNDER ICE DISPLAY 

The 688(1) utilizes an Lpv\ard IcxDkdng television camera to assist in Icxatirrg sJtable Icxations for 
surfacing when under the ice Suitable areas appear brighter while areas where the ice is very 
thick appear dark. Because the TV relies cn dfferences in brightness it is net hrelpfli at right The 
Signal Strength Indicator uses cdcDred lights to indcate the thickness of icedtectiy ever Ownship 
as fdlcws. 

Oeerc 0-4 feet thick 
4- 8 feet thick 
Rect 8- 12 feet cr more 

AKULA: UNDER ICE DISPLAY 

TheAkuJa's Hgh Frecpjency Dsplay utilizes an upvNOol looking Frequency Accxjstic Sensor and 
a Signal Strength Irxicator to help deberrritTe ice thickness. In Lpv\ard LocDking mode thedsplay 
wirdcDw red indcates ice arxl back irxicates rx> ice The dsplay is ne^er a sdid red when ice is 
present but has a mottled look dsplaying \oious shades cf red The darker areas are locations cf 
thinner ice The represertaticDn of ice at the center of the dsplay indcates the ice directiy ch/er 
OkAnsbp. 

The ro^A/ of cdored limits beneath the dsplay window is the Signal Strength Indcator. The strength 
cfthesigel retirririg fromyexr accxjstic Sensor indcates the thickn es s of the ice dtectiy above 
C^vnsbp. Signal strength is represented as a cdor indcating ice thickness as shcDwn belcw. 




O tbc it: 0-4 feet thick 
\yiatM 4- 8 feet thick 
Rect 8- 12 feet or more 

The A<Ja's forward looking Hgh Frequency A±\^ Sonar (l-F^S) shares this d splay screen. 

• QicklJRAftRDLOCMNGinthe^igTrrentF^nel to viewthe Ice Display/ 

• Qick PCRIAARDLOCMNGtD view \-FAS retLirs. For irTfbrrration on marking contacts with the 
\-FAS see Srtp aations/Sonar/ASi\e Sonar/A<ula: Hgh Frequency A±ve Sonar on p. 91. 

AUTO CREWMEN 


AjtD Qewrren can be tuned on or off on the Cptions>Qew page at any point duing garreplay or 
fforn ary station that has an AjtDQewrrarT. Seebelow. Theprefiderxyef all AjtoQevvrrerrbeis 
is appraxirrabely 85 %. Yolt crew is not infallibe! 

To tun an Ajto Qewrran on or off: 

• In Cptionsxirew dick in the box in front of the desired crewrrerrtaer. A checkmark indcabes the 
crewman is on. Qick in the box again to toggle its state. 

• Qick the text of the station name. If that station has an autorretedcrewiTara the cursor tuns to 
a finger Qick the text to activate the crew for that statiort The text changes to irxicate that the 
station is autorrated. Qick again to deactivete the crewman 

N3IE: Ajto CreAmen are on by ddaJt if Novice sdling v\as selected at installation or enabled in 
the Cptions>Qew page To successfUly play from the Nav Station, all Ajto Qew shoUd be 
enabled. 

SONAR AUTO CREWMAN 

■ In ISbmjwbenct Assigns trackers, classifies all marked contacts in Narrowband and assigns a 
Low, Medun or Hgh level of confidence in his classification The level of cortfiderKe dspla^ 
in the Navigation Station's DD and abowe the 3D model when that contact is selected 

Low level of CortfidenGeE Crewman has namov\edthe possibe dasses to 4 cr more arxl picks 
one at random 

MBcftm Level of Gorrfidences Crewman has narrewed the possibe dasses to 2 or 3 arxl picks 
ere at rardom 

Level cfCortfidenoes Crewman has narrewed the possibe dasses to one 
The Ajbo- Sonarman searches Narrewbard for contacts. Because they share trackers, contacts 
marked in Narrewbard also dsplay in Broaefcard. 

In Braactenct Tracker Idters for contacts rrarked in NarrcAAhard appear above the contact (in 
Seawolf, 688(1) cr inside the cortact peak (Akiia) in the Broaefcard Dsplays. 

\Ahen the auto ctewrran is CN yxj can still rrark contacts yxrself ard select dfferert arrays ard 
contacts tor the ctewrran to analy^ 

■ Ch the IS^r^bpc Each cortact rrarked by you* SorarAjto Qewrran appears cri the Nav trap 
as a cxdored lineof bearirrg erxSng with a syrrbd. This is usually the syrrbd for Uhknewn 
(platfcmntype)/Lhkrxwn (alliance) ard is accorrpanied by its contact desigiation nurber (SOI, 
S02, etc). As soon as yexr Sonar Auto Qewrran has dassified the contact, the syrrbd changes 
to that of the specified class. (See Sbp Stations/Navigation StatiorVOxtact Syrrbds on p 43.) 
QickirTg on the contact desigTation cfisplays irTforrrBrticn about the dass in the DD ard the 3D 
model cf that dass appears inthe3DviewsuT0uded by a bouxing yellcw bocrding box ard 
a l^el of cenfiderxe bar 



■ \fau-task: Yolt ScnarAjbDQ'evvrran can classify a ODTitact as a specific dass, but he can not 
deberrrine its alliance Ycxj nijst do that yxiself on tine Nav mapx 

• Cn the Nav rrapt right-click the contact's syrrix)! to cisplay the Contact menu. 

• Select Designate lype'Alliance>j^liance and (±ag volt cusor to select the presLired alliance for 
the contact 

TMA AUTO CREWMAN 

A:cLlateTIW\tal<EStin^e^txrTMAAJtoCre^AATBnrec^Litesdataffomse/eral sensors anchor a 
change in C^vnship's oxise to generate an accLiate firing solution. Reports from mJtiple sensors 
(for exarrple both the towed and sphere arrays) increase his accLiacy as well as the speed at 
which he creates a firing solution. 

TheTMAAjto Crewiran perfbrrrs thefollowirig duties. 

■ Lfees irifbrrration reported fromall sensors to deterrriiTe a firirig solution. This solution is his 
best estimate of the oxise, bearing, range ard speed of a contact 

■ Merges contacts that repesent the sarre track reported by dfferent sensors. 

■ l<feeps track of the rrixerrErt of each cortact ard Lpdates the solution on the Nav ard R re 
control Maps with ej&y new sensor input The solution is nxteted irrrredately with his best 
guess when^^ a contact is selected from the clop-dcwn list in the TMA station. 

■ C>x:e the crewrran enters a solution for a cortact the oxTtact then appears as a syrrbol on the 
Nav map at the desigiated range ard bearing ard the solution is also sent to Rre Gantrol for 
use in tangoing. The syrrbol for Uhkrcwn (platform type)/Uhkrown (alliance) is displayed Lntil 
yoj crtheScnar AjboCnewrran dassifies it 

■ The Nav rrap syrrbol for the contact mxes cn the map according to the ccxise ard speed set 
in the soluticn 

■ Axxaacy: Appnoxirrately 85 %l 

ISDIE: \Ahen TMA Auto Ciawrran is cn, you can select specific ccjrtacts to view cn the TMA beard, 
but you are not able to rranipLiate the nJer cr the settings. If you mxe the nJer yocr 
crewman mxes it back to the positicn he selected. 

FIRE CONTROL AUTO CREWMAN 

The RreGartrol Auto Qewrran perforrrB thefcJIcwirig duly. 

■ Lfees irforrration serit from the TMA staticn to estabish presets for selected v\eapon 
appropriate for the desigTated target 

■ 'Hbu'lask: It is still yocr respensi b I ity to select a target assign a tete, ard fire the weapon 
from the Rre COntnol Lacnch Panel or by using the Contact menu's Bngage Wth comrard from 
the Nav Yexr Rre Gontnol Auto Qewrran uses the contact's classificaticn when deberrrining 
presets. If you dassify a contact as a scrface sbp when in actuality it is a SLixrarine you Auto 
Qewrran enters presets appropriate for a surface ship: 

^CTE: \Ahen the Rre Goritrol Auto Crewiran is CN you can set cnlySrapshot bearings ard place 
waypoints in the presets. All other presets are gayed cxjL 

RADAR AUTO CREWMAN 

Ycu mjst raise ard Icaaot the radar rrast Yexr Radar Auto Qewrran perforrrB the foil ewirng task as 
Icng as the radar is cn. 


■ Mat1<s ccrtacls aixl re-iTBt1<s tlTem^^ry irirxjbetiTBittheccritactcan bedetorl^ 

range and bearing is sent to TMA and is reported on the Nav screen CQ when that contact is 
selected. 

NOIE: The Radar AjtDOewrran is not speedy It takes a rhrxjteortNAO b^ere he begitis to rrark 
contacts. V\hen Radar Ajte QTaMran is CN, you carYxt rros/a the Radar cirsor. 

AUTO-HELMSMAN 

TheAjto-helnnBrran is tuned on auterratically wherTCN^ Owrehip waypoirts are placed on the 
Nav map. There is ro selection for Ajte htelrrBrrBn in the CptionsXireA/ page Yolt Ajte HelrrBrrBn 
does the fd lowing when waypoints are placed. 

■ Fol lews waypoints in order until th^ are corrpleted or the player orders a couse change 

■ Mai ntai ns the d^nedaxfse regard ess of changes in depth or speed. 

■ Once the siiD reaches the last v\aypoirX he continues to steer the ship on its curent couse 
util you order a new one 

■ If you order a couse change b^bre all \Asypoints ha\^ been reached, a menu item appears on 
the right-dick OAnship menu. Select RESU'^WSlffO NT PCI±GtA/to order the Ajto-IHelrrBrrBn 
to resune fd lowing the waypoints. 

N3IE: Awaypdnt is reached once the slJd arrixos within a 100-yard radius of the waypdnL 

SPECIAL OPERATIONS AND 
PROCEDURES 


On occasion you rray be tasked with an Under IceCperation u becalled nxxnto rrirnea hartxr u 
deli\^ a Special Forces team to a specific location. Special Cperations and procedues fu 
deploying specialized sensors are cc^ered in this chapter. 


DEPLOYING AND RECOVERING SPECIAL 
FORCES 


Special Cperations Forces, called in this manual a Special Forces team are carried by all 
contndlabe si ins. Ateamcan be launched one time o^or the couse of a rrission. Seme rrissions 
spedfically call for you to launch and retri©^ you Special Forces team If you ha\^ not been given 
spedfic instructions on how, when and where to retri©^ you SF team you can only launch the 
team not retri©^them 

\Ahen you team is launched they proceed to the designated target If the Shew Truth option is not 
on, you SFteamdoes not appear on the l\bv map. if all goes well, the designated targd: is 
destroyed shortly after the arrix^ of you team Be aware that patrol craft and aircraft can kill you 
team 

INDIE: If ShowTruth is on, the Nav rrap syrrbd fbrthe Special Forces team and the Special Forces 
3D object dsappear when the team arrixes at the target 

TO LAUNCH SPECIAL FORCES TEAM 

Special Forces are launched fiomthe Nav map at a specific suface or land target Ownship speed 
rrust be at 3 kts or less and you rrust be at perisanpe depth or less. 




• R^Tt-dicktinecteiredtargettDdsplaytheGonbacttTenLj. If CXAATsNpisatperisaDpedepthand 
has a speed of 3 kts or less, the Deploy Special Forc^ option is available in the Contact menu's 
Engage \Aith menu option. 

• Select DBUV SPEOAL PCRCES Yolt E>ecuti\^ Cfficer notifies yxj when the team is av\ay 
N3IE: The Deploy Special Forc^ menu option only appears when all of the following parameters 

are met The SF team is still on board; Ownship is tra\eling at 3 kts or less; Ownship is at 
periscope depth or less; you are viewing the Contact menu for a SLrfece platform or land 
site. (Special Forces camot be deployed against air or SLierrarine platfonrs.) 

TO RETRIEVE SPECIAL FORCES TEAM 

\Ahen you aredrected to retri^e a Special Forces team rrarteu^er the shp to the ordered location 
at the specified tine and rraintain the speed as designated in yocr tasking message 

• \Ahile rrissiorvspecific instructions rray vary generally yocr speed rrust be 3 kts or less and yxj 
rrust be at periscope depth or less. 

• To locate yoLT team you rray need to use yocr radar and you" periscope and rraneuver as dose 
as pcssibetDthe raft 

• \Ahen you are within the time speed and location parameters specified in you" tasking message 
the >0 notifies you that the Special Forces are onboard. 

DEPLOYING UUVS 

Uhrranned Uhderwater\bhides (ULN/fe) are Lsed in Sub GcrrrriBrd as remote sonar sensors. 
MergingTMA bearing irTfbrrration prcMded bya rerroteserisor with dataffomyou" ship' sensors 
can prcMde a fairly accuate assessment of the range to the contact ULN/fe are particularly us^U 
when naMgating rrinefields. 

ULN/fe are lauTchedffomthe Rre Control Station and are wire-guded I ike torpedoes. A LLN/ is very 
quiet ortze deployed but lauroching one is jLSt as noisy as lauTching a torpedo, 
passive sonar rrode is on by d^aJt when a ULN/is lauTdoed but acti\e sonar mode can be 
enabled at any ti rre as long as the wire is still attached and the battery is fLndioning. Sonar 
returns cease as soon as you cut the wire or after the ULN/s thirty^ rrinute battery is depleted. 

Since ULN^ can not be retrieved, you need only close the rruzzle door to cut the wire and jettison 
the ULN/The tLite can then be re-loaded. Atering Ownship's couse by more than 90° cuts the 
wire 

Sonar retuns from the LLVareautornatically assigied a Gcntact IDand can befouid in theTMA 
Selec*<iop-down list and on the Navand Fire Control rraps. ULN/ sonar returns do rot shew Lp on 
any of the screens of the Sonar Sute althou^ the ULN/ itself cf splays as a contact in Broactand 
and Narrcwbarxl Sonar. 

■ A cortact detected by a ULN/ in passixe mode appears on the Nav map as an 
UhkrcwrVUhkrcwn symbol atthe erxi of a white line of bearing that exterxfe from the location 
of the ULN/ at the time of the report The line of bearing has a d^^t range of 10 rum 

■ Acortact detected by a ULN/ in actixe rrode appears as an LhkrowrVUhkrown symbol atthe 
erxi of a green line of bearing. The length of the LCB indcates the rarigeof thecortactffomthe 
ULN/ 



TO LAUNCH A UUV 

1. Set QATBhip speed to 4 kts or less. 

Z Select a tLiDe containing a ULN/and initiatiethe lainch procedLre. (For inforTration on laLnching 
weapons see Ship Stations/Fire GOntrd/LaLrch Fane! for yOLT specific slJd dass.) 

■ ByddauIttheULK/laLrKifTesonthesarnecoLrseanddepthasC^vnship. 

• lb set a specific depth, dick LbeCS Depth to deselect it The Depth preset appears. Qickthe 
dgits in the Depth preset to set a specific depth. 

Wire Guiding UUVS 


• Selectthe ULN/svrrtx)l onthe RreGcrtrol rraptodsplaythe wiiTS-gLidecortrols in the Preset 
Panel >txj rray have to sDorrj way in to be able tn select the LLN/syrrbd. 

• aicktheCrderedCbLrsearnDwstDacjLBtthecoLrseoftheULN/ 

688(1) and 

• In the RreCOrtiol Target Dsplay click Wbereath the tLiDerxrrtaer of the tLiDe that fired the ULN/ 
to dsplay the wine gdcie contrds. 

• aicktheGrderedGcLrsearnowstDacjLBtthecoLi^oftheULN/ 

NC3IE: DeperxirgonitscoLfse, theLUv'rrByprcMderetLiTTSonC^vrship 

TO ENABLE UUV ACTIVE SONAR 

■ LlJwfe are in passi\e rrode when laurched. Ffcw^er, active sorer rray be recessary when 
tra\ersing a rrindield Be aware that capable ships and sets in the area can detect ULK/ active 
sonar Follow these steps to enabeULN/acti\e sonar. 

1. Erable the wire glide cortrols for the ULN/ as described abc^e. 

Z GickBMQBLE to initiate active sonar 

3b Qick PRE-BSIABLE to de-acti\efce acti\e sonar arxl retim to passive mode 

LAYING MINES 

Because of a siiDniarine's abi I ity to operate cc^ertiy in littoral waters, laying nines is a usdul 
application cf a SLixrarirTe's capabilities. Today's nines can be fi red frorri torpedo tLhes ard travel 
s^eral rriles to a specified location. This allcws nines to be placed in areas too shallow to be 
accessed by a siixrerged subrrBrine 

AsuccessfU rriiTe irisertion requres careful plarYirg.ThecrewrriJStdeberrririehcwrrBriyrTirTes 
are to be placed and their precise locations. V\hich tLies will be used and the order in which the 
tLfceswill be fired alorg the laLfTchcoLfserrust also be cardullyplarYTedTirTirrgardtearrwork 
are irrportanL Keepirg the SLixrBririe exactly on the laLrchoxise is the resporisiblity of the 
navigation party. The reload party rrust reload the tLhes as cpickly as possibe Chcea tii^e is 
reloaded, the fire control party rrust ensire that the correct inputs ha\e been entered for the next 
rri re to be I atrehed before the sb preaches that rri re's laLnchpdrt 
In SlIo Gorrrrand a sin^e waypbnt is set for each nine and the exact latitude arxl longitude 
coortinates are entered in the nine's waypbnt presets. Sirxe it takes as Icng to load a nine as it 
takes to load a torpedo (ei^X to ten ninutes) you shoJd begn the reload process as soon as a 
nine is laijxhed. 



TO LAY A MINEFIELD 

1. OTeck yxr tasking cxdebemine the e>Qct latitude and longtude for each nine to be placed. 
Z From the LaLnch Fane!, load the desired tiiDes with nines. 

3b Datorrire which tLiDe will fire the rririeclestiiTed for each specific location. 

4b Select each tLiDe indvidually and placea waypcjiritfcrthat rriiTetDfbllcwv. Selectthe v\a^ 4 X)int 
arxf ctag ittotheciesired Icxation usirigthe lat'IcxTg reacfcxjtatthe bcDttrmcf the FireCbritrol 
map. You can also enter the desired latitude arxl longtude in the waypoint presets. 


■ aickthewaypcDirtcntheFiteCOrtTOl rraptodisplaythewaiypcDirTtpresetpaneJ 

688(1) and 

■ The waypoint presets appear below the D^ne Target \A6ypoint buQxDn in the preset panel a 
soon as the waypoint is placed on the rrap 

Sub Command Tip: Once mines are loaded and and presets are entered, you can 
fire the tube from the Nav map using the Ownship or Orders Menus. Map Markers 
can be placed on the Nav map indicating the mine location and a launch point 
for the mine designated for that location. Using this method you can better tell 
when to fire the tube. See Navigation Station/ 2D Map/Map Menu on p. 41. 

S/Vfterfirirgtherrinp rdc)adthetLtewithari£vvrritTecrwGapcri. 

DSRV RESCUES 


The CGep SLi^rTEigerTce Rescue N^hide (C6Ry) is designed to 'mate' with SLiDrrarirnes firm \oicxb 
nations in erriergericy situatiorns. I nSchGcrnrarxi the CSFV can be assigned to all cmtrollable 
siins but only appears on a if thestin has been tasked to use it in the current rrission. carried 
(3n the back <Df the fncstSLixnariin^ the CSF^is launched when within rainge of the SLixrariine to 
be rescued. 

ISDIEiThe DSFVis launched LBing the Spec Cps>Deploy ESF^optiornsfixmtheCOrntact rrernu of a 
SLinrrerged siJxraritne These rreinuoptiorns are oriy available when Owrnship has met 
certain speed and depth reciurements. 

To Launch the DSRV: 

1. \Ahen within rarngecnf the SLimarirne to be rescijed order Owrnshipto 3 kts cr less. 

Z Ensue that Ownship depth is geaber than periscxDpe depth. 

3b Right-click the subrrBrine to be rescued. Fromthe Contact menu select Spec Qas then Deplay 
DSI^ (See Note above.)The C6R^/ detaches firm Owrnship and m>es slowly toward the 
selected SLinmarine Ycxr Executi\^ Officer (>0 informs you when the CSF^has deployed. 

■ Be aware that it is possible to deploy the ESRy'to rescLje arvsLimarirne, not just the one in 
distress. Be sue that you have iderntified the proper siJnrrBririe to rescije 

To Recover the DSRV: 

Once the CGF^ has corrpleted its assignment it leaves the area cf the dowrned SLiDrrarirnearnd 
retoms to the location where it was deployed. 

1. Marneu\^ you" siin dose to the ESRy' cr wait at the location where it was deployed for it to 
corretoyou. 

Z Maintain a speed of 3 kts cr less and remain belcw periscope depth 
3b The inforrrs yoj when the CSRv'is once again mated to you" hull. 



UNDER ICE OPERATIONS 


Cperating a submarine Lrder the ice is a dangerous ^^ution. Much of the ocean floor is still 
poorly charted i n the northern latitudes, reqJ ring that a siiD crew pay dose attienti on to their 

fathometer and sonars to avoid ruTiing into Lncharted sea rroLrits. Outcroppings of ic^ known as 
keels, can exlerxi dcwr^Aerd from the ice sheet for huxteds of feet, creating hazards for the 
siixTBiinds sail, hull and propeller. Avoiding situations that axjid caLsefloocing, fire or damage to 
the propeller is a top priority for a Captain during order ice operations. 

Sorfacing when order the ice is rruch dfferent than sorFacing in open v\eter. Qev\s ordergo 
special training to learn arxl practice the nuances of the procedore In orderto surface safely the 
crew uses an upward- looking ice profiling sonar or si rri I ar device to locate a pdynya, which is an 
open or thin area in the ice, and sorfaces the ship there 

\Ahen a polynya is located, it is cardlily searched to er^oie that there are ro ice keels that oxid 
darragetheshipThesoiorrariiTe is brou^X to a corrplebe stop, cardUly positioned order the 
pdynya, thentrimard buoyancy are acfosted to slowly bring the ship up arxl through the ice 
Htting the ice too hard or at the wrorTg angle can damage the ship, or perhaps worse the 
propeller, leaving the soiomarine with cfifficJt task of tra\elingthousards of rriles horre without its 
main propJsiorT. 

TO SURFACE AND SUBM ERGE UNDER THE ICE 

The procedore for sorfacing ard sofcmergng order the ice is the sarre for all contnollable soIds. 

1. Lbing yoor ship's Ice Dsplay locate a pdynya in the ice (See Ship StatiorTS/Uhder Ice Dsplayon 
p 145 for your specific solo dass to learn rxw to locate a pdynya.) 

2. At a slow speed position yootself order the pdynya then bring the solo to a corrplete stop 

3b From the Qders mertu select l\bvigate>5et Cfepth=5orlace or set yoor depth at the surfaced 
depth for yoor solorrarine 
SesRAJolf: 39feet 
688 ( 1 ) 32 feet 

AkiJa: 9 meters 

■ fou can tell that the ship has sorfaced by selecting Ownshipard looking in 3D view. The ship's 
sail emerges through the ice. 

■ Ror those who prefer ret to use the 3D view, check the depth readout to deterrri roe that you are 
sorf^ed. See the norrbers above to ddenrine sorf^ed depth for yoor solo. 

■ Cnee sorfaced you can raise the periscope arxl view the ice field. Be sore to Icwer yoor 
periscope again bdbre solorrerging to a\oid damaging it 

4.fdsolorrergetheshipagain, rrai rtain a speed cf zero ard (order a depth well belcwthe 
thickness of the ice Be sore to first rdract any rrasts you may have raised! 



MULTIPLAYER 


SLiDOamrarxl allcAAS ycxjtD hcEt or join mJtiplayGr games either on a local area nebAADrk or 
the Inbemet As host >ou decide the rrissiontiti^ which options are a\^ lab ^ and the placers in 
the rrission 

Chliregarreplayfor SLiDCOrrrrand will bea\^ilabeonlythroughAjgust31, 2002 stlpject to 
onliiTetTerrrB of Lse ard all featijres rray notbeavailabeatthetirreof pLrchase Please check 
online at <http://www.ea. com for more iriforrrBtion and tenrs of use 


CONNECTING 


Qick MULflPlAiWinthe Main menu tod splay the Multiplayer Screen. 

• Qick OCMsECfldsE (the comected corrpubers icxn buttXDn) then CKto view custom connection 
options. 

• Qick EA.GCMthen CKto reach EA.OCM's Martrhup SlJd COmrard MatchLp V\/feb site 

• Qick VMlAHA/then CKto view avQilabev\eb links. 

Up to eight players can connect via LAINKIntemd: or EA.C3CM's MatchLp service 




Cbmections ■ 
B^CCM Chine Matehip . 

Internet Links ■ 


r 




TO HOST AN IPX OR TCP/ IP GAME 

As Host you select the rrission, players arxJ options availabeto all players. 

1. From the Main menu, click MULflPLAfO^to reach the MJtiplayer Screen. 

Z From the MJtiplayer screen dick OCMsECfldsE (corrputers) then dick CK The COmedions 
screen appears listing two options: IPXorTTIP/IP 
3b Selectthedesired type of connection then dick CKto enter the Lobby. 






LOBBY 

1 . Qick hESr. l-t6t options appear on tine Multiplayer screen. 

Z Enber a name for yxr game in Session Name If desired, select Require PasswoTd to Cbmect 
then enber a password in the Password field. 

Sub Command Tip: Be sure to share the password with fellow players prior to 
starting the mission. 

3b Qick CK to enter the GOme Room 

GAME ROOM: HOST OPTIONS 

As players join the game their names appear in the Narre col trrn cf the GOrre room 

1 . Qick MSaCNSB-BCnCNIr) display the MJtiplayer Missions screen. 

• Select a rrission from the list of titles. The rxirber of players in a rrission is shown before the 
rrission title 

• Select a SLiorraritoe to ODrrrrerdfnxn the COrTtrdlade Sdio Selector ard Specific Siio Selector 
list For iriforrrBtion on SLixrarine selection see Main MenYMissions on p. 20. 

• Qick CKto apply ycxjr selection ard r^uo to the GOrre Room 

Z Brief ard \Aibapon Ljcadout butions aie row selectable ard the rerre of the SLiDTrarire you 
selected appears in the Platform colum. 

• Qick BRIff to read the tasking tor this rrission. 

• Qick V\EAPCNL£»DCUr to acfustyoLT slJd's loadout based on the tasking 

3b The hbst d^ierrines which options are allov\ed in a mJtiplayer garre Qick CPTICN5 to set the 
options that are available to all players in this mJtiplayer garre See MJtiplayer/MLitiplayer 
Cptions on p. 157. 

• QickCKtoapplyyour selections ard rebLin to the Garre Room 

• QickCANCH-tDr^LmtotheGarreRDomwithoutchanginganyCptions. 

4b \Ahen all desired players hiave Joined ard indcatethey are ready to start, click PLAf. 

S lb deny garre access to a specific player, select the player's narre then click RmEE PLAi'H^ 





PLAY 



TO JOIN A IPX OR TCP/ IP GAME 

1. From the Main menu, click MULflPL/aTH^to reach the MUtipla^^ screen. 

Z Qick CX3SI<iECf1CNS (corrputers) then dick CK The Cannecticns screen appears listing tvwD 
options: IPXorTTP/IR 

3b Select the desired type of connection then dick CKtoertier the Lobby. 


LOBBY 


TheJ oin option is selected by dd^t 

■ The Sessions wirdow displays the narres of hosted games. The selected narre is N^ighbed. 

■ The RayerswirxJow displays the riaiTES of those players cornected to the selected session. 

■ If the host has selected a rrission, a description appears in the Mission Description wirdow. 

■ The letterYappears after a garre rerre LTder the pacJock icon if a password is repLired to join 
the selected game An N indicates that no password is requred. 

■ Uhder Rayer/Maxthe rxrrbercf placers CLirertiyccjrnected is fbllcwved by the total rxrrbercjf 
controllable SLixrarines in the rrission. 

■ The Pi rig rate to the host is shown in the RNGcdurm. 

1. Qick the narre of the game you want to join. 

Z Qick CK to enter the Garre Rocrn 



GAME ROOM: JOIN OPTIONS 

cnee the hbst has selected a rrission, the options at the Idt of the screen are selectable 
1. Qick PLAfFCRMSB-BCflCN to select a subrrBriretoccirrrBrd in the Mission. The Multiplayer 
Missions screen appears. 

• From the controllable SUd Selector, select a controllable stio. 

• V\hen you ha\e rrade yotr sub selection dick CKto return to the Game Room 

Z Qick CPIICISB to select cr view the Multiplayer (Options allcwed by the Host Set any allowable 
options in the Garre ard Qew Cption pages as desired. 

3b Qick BRIff to read the tasking for this rrission. 


4k Once >ou have selected a slId to ccmrand dick V\EAPCNLO>DOUrtr)ac|ustyxr stiD's oadouL 
• aickCKintineNAfeapon UDadout screen to accept any changes yxj\AanttDirrplernErt Qick 
CONCH, to negate any changes yxj rrede 
S Qick READifto riatify the hcst ycu are ready to play. 



MULTIPLAYER MATCHUP GAMES 

1. From the Main menu select MUJIPlAiBl The Multiplayer screen appears. 

Z Qick EA-CCMthen dick CKtio lauTch yoLT Internet broAser. Mxr aieccrnectedtothe EA.OCM 
SLhCOrrrnaTd Multiplayer MatehLp\Afebsite 

3b Qick LOQNlOPLAl^. FVcMde yoLT r^arre arxl passvvord. If you do not have one, dickj QNard 
register 

4b Cnee you are logged in, dick MmCHUP. The Lobby screen appears. 

■ If SLiDGorrrrerxl L|3dates aiea\olablea pop-L4^\Artrx^c^A/ prcA/ides an opportLnitytiodcwvriload 
them 

S In the Lobby screen, dickCREAfEGOT^ 

6L Set the Room Narre, Qeeting, Password, Min. Garre players. Max Game Flayers (8), and Garre 
Room capacity. 

7. QickCK You enter the Game Room Three labs are available Garre Room (where you are) Tools 
and Garre Settings. 

C^me setting These Settings are identical to the ones described in MJtiplayer Cptions below/. 
C^meloGls: Qicka player narre then select any cf these options as desired: Ban Player, Uhban 
Player, Boot Flayer, Make into hbst, ard Uhready player, 
avshenall players dick REACVthe host rraydickSTOPCrGftl^tDlaLnch the game. 



MULTIPLAYER OPTIONS 

IntheG&rreRDomdickCPIlCNStocisplaytheMJtiplayerCptiorB page. From here the hcst sets 
specific optiors that are a\^labletxD all players. Qiy the host can set options inthe MUtiplayer 
Cptions page but thosejoining the garre can view the Multiplayer Cptions page to see which 
options the host has set and allowed. 

The hcst can: 

■ force all players to use specific options. 

■ proLert all players from usirig specific optiors. 

■ allcw players to use specific options if they so choose 

The Mutiplayer Cptions page contains two adtims of check bco^. 

If the host checks a box in the first ad um it indcates his desire to control the option setting that 
folloAS in that row. The second colLim contains check bo>es associated with options from the 
G&rre, Qew and 3D pages. 

\Ahen the host selects a box in the Gontrolled by Host col um he can either force or prevert the 
player from usirig the option that follows in that row. 

If the host does not select a box in colum one the joining player is free to set the option in that 
rcw from the appropriate Cption page if he so desires. 

CXyJTRO-LBJByi-CSr: SETTINGS: 

ChBcked: AJI players forced to use this option 

Blank: Players pr^erted from using the option. 

X Players can set this option if desired. 

N3IE: The Joining player can only view what the host is setting in the MJtiplayer Cptions screen 
J diners rrust visit the Cptions Game Chew or 3D pages to set any allowable options. 







The hcEt can ODTitrol the fbllc^A/i^g cptiors fhxn the Multiplayer Cptions screen. 

RreCbnbel CXick LauTch: V\hen enabled the tirre recfjitedto load weapons is reduced. For more 
irforrration see Main Menu/Cptions on p: 24. 

■ \Aiien the host is rot controllirTg this option it can be enabled on the Cptions>Garre page 
Shaw IhJh: V\hen enabled players view the actual identity and location of all platforms on the rrap 
during garreplay. For more irTfbrrration on this options see Main Menu^Cptioris^Garre^Shcw Truth 
on pL 29.) 

■ V\hen the host is not controlling this option it can be enabled on the Cptions>Garre page 
Lbe Fite Ccrtrol AJDOetM \Ahen enabed the Fite Qntrd Ajto Qewman sets presets for 
torpedoes and antiship rrissiles. For more irTfbrrrBtion see Ship Stations/Ajto QewrrerYFire Control 
AjbD Qewrran on p: 147. 

■ \Ahen the host is rot coTTtrollirTg this option it can be erabled on the CptiorB>Qew page 
LteSoTBrAUbDOew: \Ahen Erebled the Sorer Ajto Qewrran marks and classifies contacts in the 
Narrowband arxl Broactarxl Sonar Nation. For more information see Ship aations/Ajto QeAmerY 
Sonar Ajto Qewrran on pi 146. 

■ V\hen the host is not controlling this option it can be enabled on the Cptions>Qew page 
LtelNVXAJDOtaM \Ahen enabled theTMAAjto Qewrran d^elops firing solutions inTMAfor all 
contacts. For more irTfbrrration see Ship Stations/'Ajto QewrrerV TMA Ajto Qewrran on p 147. 

■ V\hen the host is not controlling this option it can be enabled on the Cptions>Qew page 

Lbe tecbrAJoOew« Wren enabed the Radar AjtoOewrrarks all radar contacts as long as the 
Radar is on. For more irforrration see Sbp aations/Ajto QewmerV Radar Ajto OeMran on p 
147. 

■ V\hen the host is not controlling this option it can be enabed on the Cptions>Qew page 
asaUeSDt \Ahen enabed the 3D\a&j\/ is entirely dsabed during garreplay 

■ V\hen the host is not controlling this option it can be enabed on the Cptions>3D page 
Shaw Dead Pl ctfu ii b : \Ahen enabed platforms that are 100% destroyed appear on the Nav map 
whether you ha\o detected them or not and whether destroyed by you or by sorrre other platform 
For more information see Main Menu /CptionSf'Gema'Show Dead Platforms on p. 29. 



■ \AiTentiTe hcEt is rxt ccnbxDlling tiis opticri it can beenabed critheCptions>G&rTE page. 

Shaw Link Dala:\Aihen enabled all frierdlycxritacts are visible on the Nav map. 1^ irfonration see 
Main Merx^Cpticr/G^nne'Shcvv Link CSta on p 29. 

■ \Ahen the host is not cortrollirTg this option it can be erabled on the CptiorB>Gane page 

M U LTI PLAY ER DEFA U LT SETTI N GS 

The host can set d^^t options if he so chooses. J oining players can not set MJtiplayer d^^ts. 

To set Novice Settings: 

Gick CBV^LJLI5(IS04CE). Byd^^t ro Controlled by Hast optiors are selected. 

• lb see suggested defeUts, click in ^ery Cbrtrolled by Hast option in the first col irm. 

The suggested settings appear in the Second (olLim. 

To set Advanced Defaults: 

• Gick CBiALLISCACMVSC^^. The host controls all options and the only option enabied in the 
Settings colum is Dsable 3D. This ensues that no player inthegarrecan use 3D or any other 
Game page or Crew options. 

Sub Command Tip: If you are joining a game, make sure that you visit the 
Options>M ultiplayer page to see which options your host has allowed. 

CHAT 

The Chat feature is available in the Game Boom and duing gameplay. 

To chat in the Game Room: 

1. Type a message in the Chat Box at the bottom of the screen then press |1ENTER|| or click SB^O 
Z Messages appear in the Message wirdcwv abo^ the Chat Box. 

QratBoK 


Message Wncfcwv 


In-Game Chat: 

1. Press n to corrposea message to be sent only to rrerrbers of yxr team 
Z Press Bl to corrposea message to be sent to all players in the game 
3b Press I^NTER || to send yojr message 

4b All ir> game Chet messages appear in the MUti player Chat H story wirdow. Gickthe yellcwv 
triangle H story Selection Button tod splay the Multiplayer Chat messages. 

ISDIE: The yellow triangle flashes in the Task Bar to notify yoj that you ha\o a chat message if you 
are viewing a dfFerent history 





MULTIPLAYER WARNING AND ERROR 
MESSAGES 


It is pcBsible for experienced placers to custorri^ Stio Gbrrmand's database doctrine, and 
scenario files. Since it is irrperati\e all players in a rrultiplayer game share the same x^rsion of 
certain files, you rraycxicasiorTally receive v\arni rig and error messages. These messages inform all 
places specific files dffer from the host's file Aiyone running a dfPerent version cf Stio COrrrrand 
is irformad their version dees net rratch that cf the hest Listed belcwv are the messages rrost 
likely to oceLT, an explanation cf why the message vvas received, and a suggestion for remaciying 
the situation. 

I^ESSACE: “Error-This client fnas dfferent databases than the hcEt” 

EXPLANSnost This error appears when one or more cf the dient's database files are dfferent from 
the same files on the host's corrputer. The dient placer whose files dffer from the host's files 
receives the abo^ error in a message box. All other players receive the text as a chat message 
The d i ernt shod d copy the database fi I es from the host pi ayer. The database fi I es are 
Icxated intheCtetabasedrectory where SLiDGorrrrBiTd was irTStalled.ThedierTtrTByv\arTttDrrBke 
a copy cf his original files bdbre replacing them with the host's files. 

I^ESSMS: “\Afeming-This dient has dfferent ebetrire files than the host" 

EXPLANSnost This warning alerts all players the <±x±rire files cf the host ard the rerred dient are 
dfferent The dient whose files dffer receives the abcAe warning in a rressage box. All ether 
placers receive the text as a chat message The message alerts players that either the host or the 
narred dient may ha\e an uifar ac*^artage ever these players who ha\e rot rrodfied their 
ebetrire. This message does rot preverit the rerred diernt from jdriirig the garre 
RBVHVThe dient shoUd copy the host's dcxdrire files. The ebetrire files are Icxated in the 
Dcxlrires drecdory where SLbGorrrrarxi v\as irstalled. TheclierTt rray wartto rrake a ODpyef his 
original files bdbrereplacirTgthemwiththehost'sfiles. 

|VESSflCE"BTor- Requested scenario has been rrodfied cr is dfferent" 

EXPLANSnost This message appears on the dient's screen when the host selects a rrission arxl 
the dient's scenario file for the selected game is dfferent than the same file on the host's 
corrputer. A chat message is also sent to all ccmected placers to i nform them cf this dscreparxy. 
This rressage will <DrJy appear if the diertr's SLbGOrrrrarxl is rtming the same language as the 
host and the scenario is dfferent 

The dient shoJd copy the host's scenario file 
I^ESSMS: "This dient is rtming a dfferent language \ersion than the host" 

EXPLANSnost This message appears on the dient's lobby screen when selecting a host This is an 
irforrreticrBl message and may explain scenario dffererTce messages later. 

ISKA 

I^ESSMS: "\Aiferririg-Recfjested scenario is dfferent pcssibly due to language dfferences between 
dient arxl host" 

EXPLANSncist This message appears on the dient's screen when the host selects a rrission arxl 
the dient's scenario file for the selected garre is dfferent than the sarre file on the host's 
corrputer. A chat rressage is also sent to all comected players to i nform them cf this dscreparxy. 
This rressage will cxiy appear if the dierits SLiDCOrrrrarxl is running a dfferent language than the 
host ard the scenario is dffererX 

The dient can cxDpythe host's scenario file or the garre can be continued as ronral. The 
host can decide whether this is a trusted client using a dfferent language scenario file 



MISSION EDITOR 


The Mission Ecitjor alloiAS you to create single, and mitipla^er rrissions anywhere in the warld! 
PlatforrrB for sixteai coLntries as well as civilian objects are available for placement in yocr 
scenarios. In the Mission Editor you can create scenarios that place a placer in corrmand of a 
Seawdf, an ItTprc^ed A<aJa or A<iia II, era 688(1) IrrprcAed Los Angeles dass SLierrarine 

usirig the Probability cjf Irndusion, Rardom 3ait Bcoes, ard Dynarric Get its featues you can 
rardorrize yexr rrissierB so th^ play cifferendy each tirre! 

This section creates these si insections: 

Getting StaitPft Gch/ers creating a new regon, loacing an existing region ard irrperting a 688(1) 
HLnter/Killer crj ana's Fleet Gamrard rrission to con\eit it for use in SLiDGDrrrrBrd. 
MssionOe^onc Abrief CA^rview of the irterfece ard issues irMd\ed in creating rrissierB. 

Mssicn The Mission rrapt its readouts, menu ard tools. 

I^ssicn Ctqiect The cDpticns available from an CDbject's right-dick menu. 

Cbiec± Butters: A±i rig a siiD, ship, global goal, ard biilding objects to a rrission. 

Ec i te r Menu Bdtor menu options ard their use. 

Scenario Brijwsen The Scenario Brewser ard its use 

Cfaject Rc p eities Fbnel: Available object types are listed alphabetically and their Object Properties 
panel pages are explained 

Goals: Types of goals ard their uses. Goal Precedence and Goal Object Properties F^nel Pages. 
Dynarric Qoi^s: The use of Cynarric Goi|B to make scenarios play differently each tirre they are 
pla^^d 

l^ssicn Ecfter hbt l^ys: hbt keys available in Mission Editor 

aatti ng a Q cctocI Mssione Step by- step instruct] ens for saving ard starting a created rrission. 

GETTING STARTED 


Gick MSaCN SfTCR in the Main menu to display the Missidin Editor Begidn Selection interlacte. 
From here you can select a region for a new rrissidin or lead an existing rrission to editor view. 



Mission Map 




N3IE: \A^ 1 ene^€r the torn 'click' is used in this rranual, it r^ers toa single 1^ mouse dick. A right 
mouse dick is desigTabed as a 'right-click.' 

CREATING A NEW MISSION 

To create a new rrissionyxj rrust first select a legicjn on the vvAorid rrapas the rrission's location. 
A region is a 600 by 600 nautical rrile scfjare centered on a specific longitude and latitude 
desigeted by the Choose Region CLisor. 

To select a region: 

1. Place the cusor in the Mission map. The Chocse F^gion cusor appears on the map as a box. 

The box changes shape depencing on its latitude location on the rrap 
Z Lbe the arrow ke^ to the scroll the map left/right tritil the desired rrap location is \/isibe 
3b Znomthe map by pressing Q and El or |lCONTROL| |eft/ri^Tt rrousedick. Lfee the arrow 
to pan the map. 

4b Center the Choose Regon cusor the desired location of you" new scenario. Ri^Tt-dickthat 
region to select it as the rrission area. 

S Ycu are prorrpted to confirm you" region choice Qick CKto accept the selected regon or click 
CANCS- to retue to the Region Selection map and select a dfferent location. 

The chosen region is loaded, and the Mission Creation screen appears. 

EDITING AN EXISTING MISSION 

From the Mission BcitoCs F^gion Selection interface you can also load and edt a rrission 
previously created by you or arxther user. 

To select an existing scenario to edit: 

1. From the Bcitor rrerxj at the top of the screen select Mission>Load Mission. 

Z The Cpen File Dalog box appears. Scroll to the desired scenario file narre. 

3b File extensions in use are as fbllcws: 

.rru Lber created rrission 

.rTLp F^ssword protected user rrissiori The rrission can be played but rot edited utiess the 
user SL 4 Dplies the proper password in Mission Editor. 

4b Qick on the file narre then dick CKordoiide-dick the filename to open that file in the Mission 
Ed tor 

NOIEiTbviewor edt scenarios created by you" friends, copy the desired scenario file into the 
Scenario drectory inthedrectory where the garre is installed. The scenario can then be 
selected from the Load Mission rrenu option 

IMPORTING SCENARIOS 

Yxican irrport you* favorite 688(1) Huter/Killer ardj ana's Fleet GorrrrBrdscerTarios for use in 
StiD COrrmand. The ship databases dffer bdween these three garres therdbre sore piatForrrs in 
the irrported scenarios rray rxt be available in the curent garre Irrported scenarics will need 
\oying degees cf edtirrg to work properly in Siio Gomrand. 

To Import a 688(1) Hunter/ Killer or J ane’s Fleet Command scenario: 

1. Gopythe desired file irTo the SchGorrirard Scenario drectory in the Iccaticn where the garre 
is installed. 


Z FrrrntheBcitDr menu at the top cf the screen select Missiorolnport 

3b The Cpen File Dalog box opens. Select the desired file to be inported and dick CKor doLide- 
click the file. 

4b Ycu are prompted to select a database trap (688(1) Hinber/Killer or J ane^s Fleet COrrrrBnd) 
Select the appropriate rriappi rig for the garre file yxj are irrportirTg. 

S \Ahen the file opens look for red olgect labels (ships names, aircraft names, etc) on the trap F^d 
text indcabes that the object needs to be remapped for SlId Gomrand because the objed; is 
different or rrissing in the current database. 

6L Select the icon of an object with a red label and change the object dass in the Ctject Properties 
Panel to one that is available in SubGorrrrarxI. Gontinue Lntil all rrissing objects are rerrapped. 
Then save the rrission using the Mission^^^ase rrenu. For information on setting object 
properties See Mission Bcitor/Ctject Properties Panel on p 178. 

NOfE: The Cbject Narres option rrust be tLirted Cl\l in the Mission Map rrerxj ortheMew rrerjufor 
the Cbject labels to appear on the screen Ctject names are CN by ddaUt 

MISSION CREATION 


Selecting ard loadng a region on the Region screen or loadng an existing rrission activates the 
Mission Creation screen. The region yxj selected in the Region Screen replaces the world map and 
all Bdtor rrenu flrctiorTality is available Ycu can rcwtailor a rrission that is as sirrpleor as 
corrplicated as >ou desire 

The Edtor merTu options prcMde the rreans to add battJegoups, set alliances, add ard define 
goals, setenviroTYrertal corxitiorTS arxi flrther custorrize volt rrission inavarietyof ways. The 
remairder of this chapter describes howto add ard CLEtorrize otjects and explains the 
flnctiorTality of all Edtor menus. 

New otjects are placed on the Mission map using the object buttons along the lower right Gicking 
on any object's map icon allows you to edt its properties in the Cbject Properties Panel. 

The Scenario Brov\ser appears o^ the Cbject Properties Pand when no object is selected on the 
Mission map The browser is \^ry us^U for tracking all otjects, goals, ard goLps in the scenario. 
Ycu can also cpickly view the Cbject Proper ties P ariel pages for any object goal or groLp by 
dicking on its ScerTario Browser text Press lli^l or dick the map to bring Lp the Scenario 
Browser. The Mission Creation screen of the Mission Edtor is shewn belcw with a regional rrap 
replacing the world rrap in the map area. 

INDIE: You trust place at least one controllable sebmarine in your rrissicn. Cbntrdlable stbrnarine 
dasses are the Uhited States Seawolf dass, the Uhited States Los Angeles dass (688(1)), ard 
the Russian AkaJa- 1 lrrpn>od ardAkJa II dasses. After you add one cf these sibs, you rrcEt 
designate it as controllable on page two of its Ctject Properties Panel. See Ctject 
Buttons/Add Sebmarine or Ship on p. 166 ard Ctject Properties Panel/Scbmarine Properties 
on p 185. 



EdtDrmEnu 



Mission Map 


Object Properties Panel 


MISSION MAP 


Object Buttons 


The Mission trap contains the 600 by 600 nautical rrile square region that was desigTated in the 

Mission Qeation screen It is on this rrapthat you create the rrission by placing all objects and 

assign goals, tactics, and ddire fbrrratiorB for the scenario. 

NOIE: The words map and chart are Lsed interchangeably in this section of the manual. 

MAP READOUTS 

■ Latitude and longitude \^ues dsplay in the lower left and change with the corsor position. 

■ The depth and elevation readout, also in the lower left; shews depth in feet when the cursor is 
c^er water ard altitude in feet when the cursor is ever land. 

■ \Ahen the CLJSor is c^^ the extrerrerxrthern ard southern latitudes the arroLTt of ice 
cc^erage in that area of thecxrean is displayed as a percert just belcw the depth ard el^etion 
indcator Ice itself is net visible on the map. The l^el cf ice coverage changes dependng on 
thetimeef year you set inthe Edtor menu's Bdt^ErMicrrrertal Gondtions dalog box. 

■ A range scale is Icxated inthe Icwer left comer ofthedsplaytoaid in deterrriningdstances. 

■ Todeterrrirethedstarcearxl bearirng froma pcDirt on the rraptoaricither part dickthe first 
poirTtarxJ(±ag thecLTScrtothesecxrd pcDirt Areactoutof thebearirig in degees ard the 
dstance in nautical rriles is dsplayed in lieu of the range scale inthe Icwer Idl comer cf the 
map F^ease the rrousebuUixj to rerre^e the rarTgecirde from the trap. 

• Press |ISHIFT|| - JXl to toggle the dsplay cf the Lorigtucl^LatitiJcl^ the hbight/Ceplh ard the Ice 
coverage readout 

• Press -+m to toggle the dsplay cf the range scale 

NC3IE: Lbe cf the water depth readout irTforrration is irrportant when placing subrrBrines, since the 

water depth rray be too shal lew for them to CDperabe 

MAP CONTROLS: 

It is recessarytotocrninwhenplacingctojectsthatmjstbedcsetogetha'. 

• Press H or +left-dicktozoomin. 

• Press Q or + right-dick to zcjcrncuL 

• Lbe the arrew to pan the rrapi 




MISSION MAP MENU 

Right-dicking on the Mission map brings tp the Mission Map menu. Fram here seN^ral map 
display options are available Acheckrrark infroritcf ariy of thefii^fciLr cpticrB indicates that the 
option is 0\L 

\Ahen CM the Mission rrap displays detailed cdDloxed shading indicating \ariatidns in 
water depth and larxl elevatidns. \Ahen CFF the detailed shading is replaced by solid buefor v\aber 
ardscjlidvellcw for lard. (D^aJtstDCM) 

Scale: \Ahen CM the range scale displays in the IdAAer left comer of the Mission rrap. (Ddaults to 
CM) 

Ctject ISbnne: \Ahen CM object rames display on the Missidn rrap. This merxr featire can help 
reduce clutter on the Mission rrap when creating a rrission (Ddaults to CM) 

Tactics: \Ahen CM all object tactics display as white lines on the Mission rrap. The prirrary pLipcse 
for hiding the dsplay of tactics is to recluce d utter when buldirTg a rrission (Dd^ts toCM) 
LbeStrall Icons: \Ahen CM small object idxns are displayed on the Mission rrap \Ahen yoor 
scerario has nurrerous options the Lse of smaller idxns helps reduce the d utter. (CefaJts to large 
icons.) 

Charffedt Label: \Ahen this optidn is selected the Map corsor changes to a + ard you are 
prorrpted in the Description Bar to dick the rrap to place a label. Atext label appears on the 
dicked Idxatidn as a small red sojuarefol lowed by the word Label ard a secfjentially hi^ner 
nurrber with each label placed By oldabt the sojuare ard the text are red The text and the cdor 
can be changed 

1. Qick the small red sopareto brirrg uptheText Label properties panel on the right of the screen 
Z Set the text content in the Label edit bcrx. 

3b Select the olesired cdor in the To* Color dirp-olown list 

4b Qick in the sopare to ctag the label to a new location 

ISDIE: Text labels placed here appear as map text when the scerTario is played. 

Draw Chart Lines: V\hen this option is selected the Map ctisor changes to a +. 

1. Qick the rrap to place a linens startirg pdnt 
Z Qick the olesired pdnt to tiew the line to that location 
3b Qickacditicnal pdnt to place a lir^etothat pdrbfromthe pre/idxjs one 
4b Press to dxnplde the process. 

Sfboleletea line click it to select it arxl press Each line rrust be tteleted separately. A 

selected line is yellow instead of white 


OBJ ECT BUTTONS 

Lfee the Object Buttons on the bar locatied at the bottom right of the screen to place subrrBrines, 
ships, global goals, and land objects on the Mission rrap. lb custorrize an ot^ect you rrust select it 
and set specific properties in its Ctject Properties Panel pages at the right of the screen. See 
Mission Editor/Cbject Properties Pand on pi 178. 

• Qick the object's icon or select its narre in the Scenario Brcwvser to select it and display its 
Object Properties F^nel pages. 


AiJShp ■ 




■ AUQcbEi Oosl 


I Buldng 


Sub Command Tip: Be aware of the great distances covered on the Mission map 
when creating a mission. You can check how long it will take a ship to traverse a 
given distance by clicking on the waypoints of certain tactics. The Object Properties 
Panel to the right of the screen displays the amount of real time it takes the platform 
to reach that point. Though single player games have the option of time 
compression multiplayer scenarios cannot use accelerated play. You may want to 
zoom in when placing objects to ensure the desired distance between objects. 

ADD SUBMARINE OR SHIP 

1. Qick the subrTBrinecDr ship butirrs to add an object cf that type 

2. Mca^ the CLTSor to the rrap ard click to place the object. Ojstrmzethecbjectusirigthe 
property options available intheCt^ect Properties F^nel tothe ri^Ttof the rrap. 

■ lb learn rrore about the properties as^ladefcrsLiDrrari res or ships, see Mission Bcito'/Cbject 
Properties F^riel/SLtrrarirTe cr Ship Properties, on p. 166. 

ADD GLOBAL GOAL 

1. Qick the Goal cbject buttrn then click the rrap top place the gcal icon 

2. Qick the goal ictn to select it ard display its Cbject Properties Pand pages. 

■ For more details see Mission Ecitor/QDals/Qoal Cbject Properties Pand Pages on p. 191. 
lb arrange their order cf irrpcDrtanc^ see Mission Ecfitor/GDals/GDal Precedency on p 194. 

ADD BUILDING 

1. Qick the building dbject button. 

2. Mc>e the CLTSor within the Mission rrap ard dick to plate the buldng Qick the buldng oigett 
itxn to dsplay its Cbject Properties F^nel pages. 

■ For details on assigning buldng properties, see Mission Edtor/Cbject Properties Fanel/Buildng 
Properties cn p 182 

INDIE: Lbeof the lard altitucte readcxjt irrfbrrrBticn is iirpcrtart when placing buildngs, since the 
buldngs need to be placed on lard. Ycu may want to rrake use of the terrain feabues when 
pcsiticning yxr buldng. 




MISSION OBJ ECT MENU 

Right-dicking on a irission object's ia^n erabes the Mission Ctoject menu Some of the featojes 
found in the Mission Cbject mern arc also a\ailabe from the Object FTOperties F^nel pages for the 
selected object 

Mission Cbject menu iterrs that arc not available for a spedfic object arc gra^^ out and cfsabiecL 
For exarrpl^ since a suiDmarine does not ha\^ errbarked aircraft, all options relating to aircraft are 
unavailable. 

The Mission Cbject menu prcMdes a shortcut to add or del^e platforms ffomforrratiorB, and 
assign attached goals tn the selected object 

■ TheA±l Inflight /^rcraft and A±IAr Station options arconly available for ships with errbarked 
aircraft ard lard-based airport olgects once aircraft have been added to the airport 

■ TheA±IArGDrridor menu itemonlyappliestD lard-based airports. 

■ The Flight Scheduie rrenu item is only available on the Mission Cbject menu Lfee the Flight 
Scheduie rrenu item to assign alert readiness condtions to aircraft errbarked on a ship or for 
aircraft located at an airport 

ADD TO FORMATION 

Mission Cbject rrenufs A±l to Fhrrration item is only available if there is aforrration in the mission 
you arc creating. To add a platform to an existing formation, this menu option is the quickest 
method. 

To add an object to a formation: 

1. Right-click the platform olgecttD display the Mission Oqect menu 

Z SelectA±l to Formation. A rrenu appears rdsplayirgthe rarres of fornatioTB to which you can 
add the object Cnee the object is aeded tothefcmaticjn, a blue line links this object to the 
formation leader on the Mission rrap. 

ISDIE: cnee you add the platform to a forrration, any tactics you may ha\^ pr^cxely assigied to 
this platform arc lest Platfonrs in fbrrraticnfrdlcw the forrration leader ard its assigied 
tactic. 

UNLINK FROM FORMATION 

Lfee the Uhl irik from l^cmation cption from the Mission Cbject rrenu to rerro^ a platform object 
from a fbrrratiorL 

To use this feature: 

1. Right-click the platform icon to acsess the Mission Ct^ect rrenu 

Z Select Uhlink From Forrration. The Mission rrap no Icrger shov\s a due link line attaching the 
object to the formation leader 

3b Cn page CDne of the selected object's Cbject Properties Panel, assigi a rew tactic to the object 


ADD ATTACHED GOAL 

Gbals can be attached to specific objects in a rrission. 

To add an attached goal: 

1 . Right-click the object's ia^n to activate the Mission Cbject menu. 

Z SelectA±l Atached Gbal. Ycu are prorrpted in the Description Bar to click the Mission rrapto 
position the attached goal. A blue link line bebAeen the attached goal and the object is 
established. 

3b Qick the goal icxn to select it and cfsplay its Cbject Properties Pand pages. 

■ For a detailed dscussion on the t^^Des of attached goals and hew to custorize attached goals, 
see Mission Edtor/Gbals^Atarhed Gbals on p. 190. 

ADD IN FLIGHT A IRC RAFT 

TheA±l Inflight Arcraft menu option is only a\^lable if the object yxj hiaNe selected has errbarked 
aircraft or is a land-based airport with aircraft already assigned. irfbrrration on assigning 
aircraft to an airport see Mission Bcitor/Cbject Properties Fanel/Arport Properties on p. 180.) 

To add an inflight aircraft: 

1 . Right-click the aircraft's base object \con (shipor airport) tod splay the Mission Cbject menu. 

Z Select A±l Infli^ntArcraft In the Description Bar belcwv the Mission rrap yxj are porrpbed to 
Idt-dick the trap to position the inflight aircraft The inflight aircraft icon is placed on the 
Mission map and a due link line appears bebAeen the aircraft and its base 
3b Qick the infli^Tt aircraft icon to select it The Cbject Properties Panel has a Name field with a 
selection of a\ailade aircraft to use for this station. The Cbject Properties F^nel also has fields 
allcwving you to specify the speed, altitude tactic and assign the v\eapons loadout for the 
aircraft For addtional details on inflight aircraft, see Cbject FYoperties Ffend, Irflight Arcraft 
FVopeities p 183. 

ADD AIR STATION 

TheA±IAr Nation menu item from the Mission Cbject menu is only availade to ships with 
errbarked aircraft or an airport after aircraft ha\e been added. The prirrary dfferenc^ bebAeen 
addng an inflight aircraft and an air station is that the inflight aircraft option allows a single aircraft; 
to be placed while the air statton can be assigned up to two aircraft 

To add an air station: 

1 . Select the object that has aircraft assigned and right-dick the selected iconto irMnkethe 
Mission Cbject menu. SelectA±l A r Station. 

Z Qick the Mission rrapto place the air station. 

3b Qick the air station icon to select it Cptiorns for this air station appear in the Cbject FYoperties 
F’anel. The panel hastwofieldsthatallcwyoutospecify what aircraft you want assigned to this 
station. 

■ F^ODrrplebe irnstructiorns on setdrng air station properties see Mission Ecitor/Cbject FYcperties 
Ffenels/Ar Station FYoperties on p 179. 


ADD AIR CORRIDOR (AIRPORT) 

The Mission Cbjed: rreriL/s A±J ArGaricbr menu is only a\^lable for land-based airport objects. 
This featu^ allows you to add an air corridor attached to an airport This option is ciffererit from 
the Editor rrenLfs A±t>A±J Ar Gerhdor option which adds independent fli^Tt paths that traverse 
therrission aiaa.TheA±JArGDrTidorfeatLre is also a\ailabe on the third page of the Ctject 
Properties F^nel options for an airport 

To add an air corridor: 

1 . Right-click an airport’s object icon to actixate the Mission Qgect menu and select A±IAr 
Gerridor. 

Z Qick in the cirection that you want the corridor to rtn. Che end of the air aDrridor is anchored to 
the airport and the other end auborratically extends to the edge of the Mission trap in the cirection 
you dick 

Zlbselect an air corridor that is attached to an airport yxj rrust click the large white redan^es 
appearirigattheecigetheccrridor's path at the edge cf the rrapL>txj may have to som the 
map all thewayoutcntil the entire region is visibebdbreyoucanaccessthecorridor's 
selection point \Ahen the cxDrridor is selected the white lines ttm red. For ddails on custorrizing 
an air cx}TTidor, see Mission Ecitor/Ctgect Properties Panel/Ar Gcrridor Properties, on p. 179. 

FLIGHT SCHEDULE 

In Sl±) Gbrrrrard ycxj can set the state of read ness for enerry and allied aircraft errbarked on 
ships and at airpcDrts. ArcraftareccxTtrolledbytheA but what you set here deterrrines hew 
quickly planes and helicopters resperd tosLiDrrarirTes detected by A controlled ships. The 
ddaJt read ness state for all aircraft is thirty rrinubes. >t!u have the option to scheddesorre 
aircraft in either an Aert 5 cxrrdtion (aircraft is available to lacnch in five rrinubes), A ert 15 
(aircraft is ax^ladeto lacnch in fifteen rrinubes), or Aert 30 (aircraft is available to latrch in thirty 
rrinutes). For sore ships with errbarked aircraft there is only one runv\ay or I arcing pad available 
Therefore crilycxTe aircraft is allcAAed to be in an Aert 5 readress state A rcraft carriers ha\^ 
rrcitiple airstrips fiom which to lacrch aircraft so th^ penrit more than one aircraft to be in Aert 
5 cordtion. Ycu are not abe to place more than the allowed rxirber of aircraft in an Aert 5 
condtion. You may place Lp to 24 aircraft in Aert 15 ard Aert 30 cxrcition. 

To access the Flight Schedule: 

1 . Right-click the object icon for an airport or ship with errbarked aircraft to dsplay the Mission 
Object menu. 

Z Select FUO-irsCI-HDLLE to dsplay the Hi^ ScheckJe dalog bcs>c 

3b Select the rado buttons for the desired alert emdtion (5, 15, or 30) for each indvidual aircraft. 

4b Change the Flight Schedulefor other aircraft types by selecting them in the list box at the top of 
the Fli^Tt Schediie box. 

ISDIE: The Right SchedJe rrenu item is only ax^labe if a ship or airport has aircraft assigned to it 


EDITOR MENU 


The menu bar at the top cf the Mission creation screen cortains teols for edting, saving, and 
further custorrizi rig your rrission. The Bdtor menu consists of the follcwving menu items: Mission, 
Edit View, Add ard Cptions. 


MlHign Vliw Add 


MISSION MENU 

ISfauvMssiGrE Create a new rrission by selecting a new region Ycu are prorrpbed to sa\e the 
current rrission then r^umed to the Region Selection Screen 
Load Msacre Load a pr^ously created rrission 

Sawe Mssicrc Save your current rrission If yxr current rrission is a new rrission and has not yet 
been sa\ed, you are prorrpted for a file narre. 

SaveMssicn^te Specify a rtew riarre for your currert rrission arxl save it 
lirpcrt: Irrport a 688(1) l-Lnter/Killer orj ane's Fleet Cbrrrrarid sceriaria Place the scenario you 
wantto irrport intheSceriariocirecdxDry inthe cirectory whereSuiDCOrTTrard is installed. See 
Mission Editor/C^tting StartecVIrrporting Scenarios on p. 162. 

set RIe rtiGc worct Selecting this option cfisplays the Passvtord for Scenario RIe dialog box. "Type 
the desired password in the Password and Password Verification fields and dick CK The file camot 
be loaded unless the password is supplied 
Recent Rles Dsplays the four rrost tecentiy opened files. 

E>dt: Exit to the Main menu screen. 

EDIT MENU 

Copy: copy a hooked olgect on the Mission trap (You tray also press EPNTROL|| .f[[^ ) 

F^stes paste a copied object anywhere on the trap. Citxj rrav also press I CONTROL! -+BI and dick 
the trap to paste the object) 

Delebe: Celete a selected object (You tray also press y.) 

Gdo ct IvUtipleCfciects: /^Icws yoj to click and cteg o\/er the trap to select more than one object 
toedt As you (dag the mous^ a bc3x appears shcwirig the selecticn area. Any olgects appearing in 
this area are selected. Release the mouse butbon to ccrrplete selection of the CDbjects. 
set teixbrn Start Bctc AI(Ovvs you to set a Rardom Start Bctx around a selected CDbject \Ahen this 
opticn is selected, a box with the selected object at the center appears. This box m>os ard sizes 
as you rro^ the mouse. Qick the left mouse button to set the box size The centered CDbject begins 
the trissicn at a tandem point within this sc^jare Chce set a Rardcm Start Box dsplays with 
geen lines. Tactic boxes ha\o white lines. 

RemDueF^rdem Start Bcdg Cfeletes the Rarxkm Start Bcjx assigned to the selected ctDject 

Side Alliances 

Selecting this eptien dsplays the Aliance Manager Dalc^g. Pram here you select the siefes to be 
allied. Sdting up si cfe alliances is uE^ui in scenarics that reepi re two countries working in 
cocpeiation. /^uneyou v\antto ha\ethe US. ard Taiwan working together in a trissicn In the 
Aliance Dalog set sicie O (US.) to be allied with Siefe 1 (Tawan). If efuring gatreplay you cpt to 





Show Link Cterta you see the actual position and type of the lawanese platfbrrrB as due (frienciy) 
syrrbols on the Nav rrap The lawanese platforrrs are controlled byA but do not attack yocr 
platforrriB. You can also set two Al controlled sides to be allies. They do not attack each other. They 
only attack sides not in their alliance 

Alliance Existing named alliances dsplay in this ckep-dcwn list To add a named alliance 

dick^U33ALLUVSCE 

AJd Alliances Oicking onthis button brings Lp the Alliance Name dal og box. Type the desired 
name inthedalog box. 

ISDIE: You can not type an Alliance Name intheAlliance Narre<±op-dcwvn list You rrust usethe 
Add Alliance button and add a name in the Alliance Name dalog box to add names to the 
list 

Dalebe Alliances Deldes the Alliance selected in the Alliance Name Dop-down list 

Sdes In Alliances Dspleys the sided in the Alliance selected intheAJliatnce Natredop-dcwn list 

A«laUe Sides: List all sides possib^ e\on those that ha\o not been assigned any platforrrs. 

To Create an Alliance: 

1. In the Alliance Manager Dalog box dick ADD ALLIANCE The Add Alliance dalog box appears. 

Z In the Add Alliance dalog bo>g type a name for you" alliance in the Alliance Name edt box Qick 
CK to retLin to the Alliance Manager Dalog box 
3b In the Alliance l^fenie<±op-dcvvn list select the name of the all iarceyxj just created. 

4b In the AeilaUe Sides list select the name of a side you want to place in the alliance then dick 
the * amow to place that side in the Sides in Alliance list (Idt bcoO- Add sides from the A\^ilabe 
Sides list Lntil the Sides in Alliance list contains the desired merrbers. 

S Select a name in the Sides inAlliancelist onthe Idl ard dick the Q to rebjo remc^e a side 
from the selected alliance 
a QickCK 



Rules of Engagement 

Selecting this option displays the RUes of Engagement (RCE) dialog bcsx. Cefaults tD \Afertime RCE. 

1. Select a side in the Sides Available list 

Z Qick one of the fbllcwving options to assign the Riies of Engagement for all plationrs on that 
sidie. 

V\6rHmeE Platforms fire L43on all threat platforms 
rto c G liiTEs Platforms dto ret fire unless fired upon. 

BiMrcriTErial CnrrftiorB: Alldwvs you tosettheerTt/irorrrerTtal (torxitidrB for yocr rrissidn. 
Selecting this option displays the Genditions dialog box. Cptions in the Conditions dialog box are 
explained below. 

Sea States Set the corxition of the sea, from 1 (calrrjf to 5 (choppy), 
flmeaf Setthetirreof day at which the rrission begins using 24-hOLr rrilitarytirre 

NC3IE: \Ahen you rrake a change to the tirre of dlay, a confirm box appears stating "ChangingTirre 
of esy will affect all goals and aircraft with a launch tine. Do you vvant the dates to be 
autorraticallyL|xlated to the inew start tirre?" If you select the YK button, all tines for your 
goals and aircraft launchesareadfustedtomaintainthesarretirTeintenal relative to the 
(Diigirnal rrission start tirre 

B utlon iT^jes Set the state of the sea floor rock, rrud, or sand. These corncitiorns can affect sound 
propagation for active and passive sonar operations. 

I^^brttx Set the month in which the rrission takes place The tine of year designated detemines 
the l^el of ice coerage in the northern and southern latitucJes and the arrount of daylight in a 
rrission. 

Wmi i a: Set the weather concitions in which the rrissicDn takes place Available selecticDns are 
Gear, Ptfly Qouds, CXercast and Rain. These weatier ccncitions can affect senscr detection 
ranges arxl visual ranges. 

SSPT^ae: (SouTd Speed Profile). The selections for SSP types are Sul^e Duct Bottom Lirrited, 
and COrT^ergerTceZ^rTe These SSP types dleterrrirTe the souxi propagation paths a\ailablefor 
acoustic souTd energy to tra\el. Bdttom Lirrited has the shortest ranges arxl Gan^^rgerxe Zxre the 
Idngest ranges. 

OourJ I fei c^ 'fc Set the height of doud cc^^ (ro lower than lOCX) mders). 

VIEW MENU 

B^tt^rrdrv: Tog^e the dsplay djf sea^larxl contexr shading OsyCFF. Achieck rrark indicates this 
featue is CN (Defats to CM) 

Scale: Tog^ethe rrap scale indicator Cisl'CFF. A check rrark irxJcates this featue is CM (Defaults 
toCM) 

Cbject f*terrtEs: Toggle the display of rarres acfacent to objects CNfCFF. Acheck rrark indicates this 
featue is CM (Defats to CM) 

Tactics: Tog^e the display of all assigned tactics ard waypeirts CNfCFF. A check rrark irxicates 
this featije is CM (Defaults to CM) 

Oidines: Toggle the display df gridlines dn the rrap. (Defaults to Cff.) 

T^De: Tog^e CNfCFF the display of the varicxjs types of platforms arxl CDbjects: suface ships, 
aircraft SLiDtrarines, land-based ddjects, rrines, and goals. Acheck rrark irxicates thet the icdxns 
for a specific type are d splayed dn the Mission map: (All types defaUtto CM) 


Sdes OTOcse which sides' forces are shcAATi cn tiie rrap. Acheck mark indicates that icons for the 
specified side are displaced on the Mission map. (All sides d^^ttoCN) 

QonDcfdg^e the display of all platibrrrB in a (dyrerric goLp 0\^CFF. Acheck mark indicates that 
the platforms in the goup are displaced on the Missiejn map (Each goup d^^ts to CN) 
RHETsiAJIcwsvoutochocses^eral view filters at tree inducing viewing by si tfe platformt^^De 
and dynarric groLp. A check rrark indicates that the particular side type or gxxp is CM and is 
displaced on the Mission map. (All are CN) 

VfewRJI Screen 3Dc Selecting this option display infUl screen the 3D dDbject in use for the 
selected platforrncr bU Icing 

• Qick the 3D model and ci3g the mouse to rotate the angle of yocr view 

• Press |1C0NTR0L| and l^-dick and ebag to zoom in and ouL 

• Press E QNTR0L | + ieft-dick and ebag left cr ri^Tt to pan. 

• Press |1C0NTR0L| arrow keys to rotate aroerd the object 

• Press to retem to the Missicn Editor interlace. 

Sub Command Tip: Check the 3D view for airports and buildings. If the building 
appears to be buried, adjust the placement of the building Icon. 

ADD MENU 

Irarsiting VN^ypeirits: Assign a set of mcA^ade waypoints for a platform to trarnsit before beginning 
a specified tactic. 

N3IE:TheTrarBitirig\A6ypC)irt: menu item is only a\ailable when you select a platform that has 
bean assigned a name and a tactic. The pi atfemn starts tine rrission at the outenrost 
waypoint and trar^its each waypoint until it reaches the Idxation of the platform icon. The 
platform then executes its assigned tactic. 

V\fey|3Gir*: Add an addtional waypciiinttothe platforrris path for tactics that already contain 
waypoints. 

NC3IE: \Ahen you add a waypoint to a tactic you rrLEt have one of the waypoints in the tactic or the 
object icon itself selected to activate the menu item 

Place a rrindield on the rrapi Mines rrust be placed in water 
■fb add a rrinefield to your rrission: 

1. Select Mindield from the Edtcr rrenu's Add rrenu 

Z You are prorrpted in tine Description Bar to dick and ebag on the Mission trap to ddine the area 
for the rrindield. 

3b \Ahen you fnave ddined the area on the rrap, release the mouse button. You ha\e defined the 
area in which the nines are ^enly dstributed. The Mindield Designation dalog box appears. 

The Mindield Designation dalog box fields are described belcw. 

Mnes Across: Bnterthe rnurber of rritnecdurrns. 

Mines Ddwix Bnter the rnurber of nine rows. 

N3IE: The total rnurber of rnirnes pemitbed in the rrindield is lirnited tooine hurnded. Qneckthe 
total rnurber of nines by rrdtiplyirigthe rxniner cf irw\s bythe rxrrber of cdurrns. 

Mine Types Sd act the rri re type from the chop- down list, ether a Moored Garntact or Moored 
IrnfluernceMitne Acortaettnirne detornatesoriy when an object rrekes physical contact An 
influence nine detonates when a sfnip or SLidrarine dstuhs the area around the nine (A Moored 
nine anchored with a rrooring cable) 


Depth (ft): Enba"tiTedepdnfbrthe trinefield in feet in this field. If yxj enter a nine depth that 
exceeds the v\ater depth, a massage box appears when the nission is sa\^ notifying yxj that the 
object exceeds the water depth. 

Sides Select the side this rrin^eld belongs to. 

INDIE: Lbe of the water depth readout infbrrration is irrportant when placing nines si nee the v\ater 
depth rnay be tro shal lew for them to operate 

Add Chart lecfc Label: \Ahen this option is selected the Map Cursor changes to a + ard >ou are 
prorrpted in the Cescription Bar to dick the map to place a label. Ate>d: label appears on the 
dicked location as a srrall red square fdlcv\ed by the word Label and a sequentially hi^Ter 
nurrber with each label placed. By ddaJt the square and the text are red. The text and the cdor 
can be changed 

1. Qick the small square to bring up the Text Label properties panel on the ri^Tt of the screen 
Z Set the text content in the Label edit bc*x. 

3b Select the desired cdor in the To* Color dop-down. 

4b Qick in the square to <±ag the label to a new location 

fDIE: Te>d: labels placed here appear as map text when the scerario is placed. 

Add Chart Lines: V\hen this option is selected the Map CLrsor changes to a + and you are 
prorrpted in the Cescription Bar to dick the map to add lines. 

1. Qick the map to place a linens starting pdnt 
Z Qick the desired pdnt to (daw the line to that location 
3b Oickadcfitional pdnt to place a lirietothat pdrtfromthe pre^ous one 
4b Press ILi^l to corrplete the process. 

S lb (delete a line, dici< it to select it ard press Each line trust be (deleted separately A 

selected line is >elloA/. 

OPTIONS MENU 

set Player Sides Choose the si(de the player corrmanefe. 

OEabe Dyrwric OoLfDc Qoatea groLpng cf c±jecds ard assign a prx±adlity (3f irxdusicDnfcDrthe 
goLpasv\ell as specific nTerrbers(d'thatgroLp: AgoLpcanc(DritainariyccrrtaiiTatic}n(3f ships, 
planes, sets, or lard-based c±)jecds. See Mission Ecitor/Cyrnarric QoLpE/CTeate Cynarric QoLp, on 
p. 195. 

Ecft D^wric OoLfx Mcxdfy (dynarric goLp properties. Ttxj c^n diange the corrpesitiert of a 
(dynarric goLp, ard ac|ust the probability that indvicfual ships within that goLp appear See 
Mission Ecitrr/Cynarric QoLps/Edt Cynarric OoLp on p 196. 

Goal REGedenoes Setthectxder in whiedn goals rrust beacc(DrrplishedtD ccDrrpletEthe rrissicDn. For 
(detailed irrfbrrrBticrt see Missiert Edtor/Qaals/Gbal Precedence, on p. 194. 

D^ne Mssicn Descripticnc Create cdt edt a (descripticn of the rrissicn This is a brief (description CDf 
the rrissicDn that appears cn the Missiert SeledicDn screen. 

set Mssranlftie: Qeate or edt a rarre for the rrissiert ard (ddine its \&j^ cf dfficdty. LeNel of 
Dfficiity is represented by the rxirber of stars that appear CDn the Mission Selection screen in 
fioTTtcjf the rrissicn title Che star ind cates an easy rrissicn Ddadts to one star. If ro rrissicDn 
name is specified, it ddaults to the rrission's file name 
^DIE: The rrissicDn title text field is I irrited to twerty characters. 


F u ti mU ors: QxxDse a forrration and t^pe cf graLp, or custorri^ a forrration FbrrrBtions are 
corrposed of mJtipleshiips. To place a fbrrratioa fbUcwthestieps for placing a sin^eshipi See 
Mission Editrr/Cbject BuOiDris/SLixrBriiTe or Ship on p 166. Tbe formation options are described 
belcw. 

Q iiuUi Fu tit bAicn: AIIcwns for the creation of a custom formetiori 
Id create a custom fonration: 

1 . Place all objects to be ircluded in the formation using the Cbjec± Buttons. Select all the objects 
by LEing the Edt>Sdect Multiple Q^ecls option then ctegging a box aroLnd the platformB you 
wish to select or press q while dicking on mJtiple olqects. 

Z From the Forrrations menu select Qeate Forrmtion. The Fdrrraticns dalog box appears. Enber a 
name in the Iforrretion Narre field. Select the formation leader from the list of selected objects. 
The olqects added to this formation follow the speed and rrc^errent of the leader Ships in a 
formation are connected on the rrap by blue lines. 

3b Id add a sin^e object to the formation, place the olqect icon on the rrap, then ri^Tt-click it 
From the Mission Object rrenu select A±i to FdrrrBtiorr Alist cf a\^lableforrraticns appears. 
ChcxoetheforTTBticDn to which you vtoJd like to add the platform 
Ddete F u ti mU onc Al forrrations are listed when this option is selected In the list select the name 
cf theforrraticDn you want to delete The lines bebAeen ships in the forrration are rem>ed You 
rrust new assigned a tactic to the ships. 

aatxfanJ F m i b*i cn: AIoas for the placement cf one cf seeral starxiard battJegrtM^ forrraticrB cjn 
the Mission rrap Select the type cf battle gtxjp you wish to place on the rrap. Right-click the rrap 
to place the groLpx 

SAG RaceaSLTf^eA±cxnQoLpasyc)Lrforrratic)n. 

ARG RaceanArphibexE ReacVQoLpasycxrforrration. 
cyjBG Race a Carrier Battle QoLp as yoLrfcDrrraticjn. 

ISDIE: Wren you place a fleet on the rrap, it ddaults to a Ubted States battlegoLp. Td change the 
fleet's nationality you rrust click each indvidual sbp and assign it a new nationality class 
and name LEing the Ctqect Properties Panel at the right cf the rrap. See Mission 
Edtor/Cbject Properties Panel, on p 178. 

Formation Tactics: 

The tactics a\^labe for the leader of a forrration are dfferert frern those of a single sbp Id view 
the tactics a\^lade to a forrration leader, select the forrration leader and view the options listed in 
the Tactics ciop down list in the Cbject Properties Panel. 

nMVNfa^DcirAs: Crag a line across the rrap and release The fbrrrati on leader tra\ols through the 
waypdnts and emtinues in a straight line tpon reaebng the final vteypdnt 
HM Area VN^^DcirAs: Dag a square across the rrap arxf release The forrration leader travels to 
each \Asypdnt ard begins again when the last waypdrt is reached. 


Sub Command Tip: To rearrange the ships of your formation, click and drag the 
individual objects to the desired place on the map. 


SCENARIO BROWSER 


The Scenario BnDv\ser is a us^Ti tod for locating a specific platform goal or groLp in a scenario 
yxj are creating or editing. It is also \eluade for reviewing and filtering objects in a large or 
corrplicabed scenario 

The Scenario Bnov\ser displays ever the Object Properties Pand when ro object is selected. The 
top fcilciercneverytabcxritains the scenariofilenarre tree the scenario is saved. Uhtil the 
scenario is sa\^ the cldaiit text Uhrerred Scenario appears after the yellcwv directory at the top 
cf all browser pages. 



I- Type Tab 


USING THE SCENARIO BROWSER 

The names cf olgects are cortained in folders on each tab. 

• Qickthe- infiortef ayellcwvfbIclertDhicletherBrrEscf all effect names in that folder 

• Qick the + in front cf a fdder open the folder arxl display the narres of the objects contained in 
thefdclerwithc)utselectirTgariythirig in the folder. 

• Qick a folder reme to select the folder. 

• Qick an object name to select that object 

■ If thecDbjectsType QoLper Side is not hidden using the View filters the object's icon is 
highli^Tted on the trap Depending on vour 1^^ cf zocm you may need to scroll or zoom in or 
out to see the highlighted icon. 

■ Selecting a specific object name on any tab page displays its Ctgect Properties Panel pages. You 
are rdLmed to the page you vtere on the last time that object vtes selected 

■ Lfee selectioTB in conlareticDntDfljtherfilter what is enthe rrap. For instance select Side 2 on 
the Side tab and Surface on the Type tab to see only Side 2 scrface ship icxrB on the map 

To return all object Icons to the map: 

• Qick the filename text at the top cf all pages to turn off all filters. Oicking on the filename on 
artytab deselects all eptiens on that tab ardtoinscff that specific filter 

cr 

• From the Editor menu select \^ew>Fi Iters and place a check in front cf all tnchecked selecticrB, 
then dick CK 



NC3IE: If voufTavesdectedthefilerwneattiTetrpofthebrcwvsQ'pagearxItheiconvouvNOTttr) 
seeonthe rrap is still rxtviside, the object's icon is being hdden byafiltisr on a dfrerert 
tatx 

lb dsplay the Scenario Brcwvser when it is hdden, press Eor dick the rrap to deselect any 
selected objects. The browser is dsplayed when no object is selected on the rrap. The Scenario 
BrcAAseris five tabs are described belcwv. 

ALL TAB 

dd^t the^l tab is visible when the rrission is opened. Ag you add objects to the scenario all 
object names are listed on theA^I page in the order in which they are entered. 

• Qickthe narre of any object to dsplay the object's Properties Panel pages and select its icon on 
the Mission rrap 

GROUP TAB 

\Ahen dynarric goLps are present in a scenariothey are listed by rarre on the OoLp tab. The 
merrbers of each goup are listed in a gxxp folder For i nforrrati on about creati rig Dynarric Qoups 
see Mission Edtor/Cynarric OoLps on p 195. 

• Qick a groLp narre to dsplay that groLp's icxrB on the Mission rrap \Ahen a goLp narre is 
selected, its text is bue 

• Qick the + in frort of the folder to open it without selectirtg the groLp rarre 

• Qicking on a gxxp narre bdes the icons of any other gxxps on the Mission rrap. Cniythe ioDns 
of the selected gxxp merrbers and those of objects that are not part of any dynarric gxxp are 
visibe 

To redisplay all groups on the map: 

• Qick the scenario filerarre at the \erytop of the bewser'sQixptabtoredsplay all gxxps on 
the rrap 

To redisplay a specific group on the map: 

• Select Mew>C9xxp then the desired mchecked gxxp name. 

• Q“ select Vlew>Rlters then ensLrethatthereisachieckiTBrk in ffxxTt of the rarre of the 
dynarric gxxp you want dsplayed 

GOALS TAB 

• Qick a goal rarre on the Goals tab to select that goal's icon on the rrap and brings ip its 
Pnoperties Panel pages. 

■ If the rrap is zoomed in, you rray not be abe to see the selected loxi Zxm out to debemine 
its location. 

■ Goal ioxTS that are attached to olgects on a specific side type or gxxp are bdden on the rrap 
if that side type or gxxp is bdden The goal's Properties Panel pages appear when the goal 
rarre is selected e^n if you can net see the icon on the trap: 


SIDE TAB 

The Side tab allcAAsycxj to view onlythe objects assigied to a specific side Cbjects from all other 
sides are hidden. 

• Qick a side name to select that side and hide the object icons associated with all other sides on 
the rrap. 

• aickthe + inffontofasidenametocfisplaythenamesafall objects on that side without 
selecting that side name 

• Qick the text of the scenario filename at the top of the Side brcwser page to recfisplay all sides 
in the scenario in the rrapi 

TYPE TAB 

Selecting the name of an olgect type on the Type tab cfsplays only objects of that type on the map 
ard hides the icons of all other types. Ctject types are sirface SLixtiariries, air, land-based 
(bulcings), nines and goals. 

• Qick the -h in front of a type name to cfisplay the names of all objects of that type without 
selecting that type name 

• Qick a type name to select that type of object and hide the object icons of all other types on the 
rrap. 

• thetextof the scenario filename at the top of the lype bnewser page to recfisplay all types of 
objects in the scenario on the rrap. 

OBI ECT PROPERTIES PANEL 

B^ry object has properties that can be set in the Ogect Properties Panel. 

nncfng the deared Cbiec± Roperties F^nel: lb see a specific object's Cbject Pneperties F^nei 

pages, Qick the desired objects icoa or select the narrecf the desired object in the Scenario 

Browser. 

• Qick the rrap or press lli^l to bring up the Scenario Browser. 

ISbwi^tingthe pages: The CLiTert page iTLirbercif the available pages is shc^Ar1 at the bottom cf 
the Cbject Properties Pand 

• Qick the right facirig arrow at the bottomcjf the pariel to rro^ to the next page 

• Qick the Idt facing arrcw at the bottom cf the panel to m>^ back a page 

• Ytxj return to that last page yxj v\ere on when yxj select that olgect again. 

Viewing 3D Models: The last page in the Cbject Properties Panels fcr a platform or builcf ng object 
dsplai^ the 3D model in use for that object For piatfonrs a GOcrtry, Qass arxl Name rrust be 
selected on page one bdbre any 3D model can be displayed on the 3D model page Btilcings rrLEt 
be assigied a specific narre bdbre a 3D model can appear 

\Ahen a 3D rrodel is present on the last page of the Cbject Properties Panel it can be manipulated 
as described below. 

• Qick the 3D rrodel arxl <±ag the mouse to rotate the an^e of yxr view 

• Press |l control] and drag forward and back to zoom in and out (You can also use the rrouse 
wheel or press [ CONTROL || +BI orH to zoom in and out) 

• Press |[CONTROL| ^-^1 click and ckeg left or ri^ to pan. 

• Press |1C0NTR0L| arrow keys to rotate aroLrd the object 



Belcw in alphabetical order are the different t^^^es of objects that are a\^lable in SiiD GDrrmand. A 
page by page description of the properties that can be set for each type of object folloAS the narre 
of each object type 

NC3IE: Goal Object Properties Pand pages are copied separatiely in Mission Editor/Qoals/Qaal 
Object Properties Pand Pages on p 191. 

AIR CORRIDOR PROPERTIES 

Air corridors are added from an airport's Mission Object menu or with the Edtor rrenu's A±t>A±i 
ArGerridorcDptiorL Oickoneaf theend points to display these Object Properties Pand pages. 

An Ar OOrridor is a flight path cxmoercial aircraft take dcring the rrission. Ar corridors can be 
attadned to airports or can be irdependent flight paths tra\^ising the rrission area. You can change 
air corridor options such as the t^pe of aircraft and rate cf generation in the Object Properties 
Fand. 

INDIE: For an air corricior attached to an airport, dick the erx^nt at the ecige of the map to select 
the air corridor and display its FYopeity Fands. Ycu rrust add aircraft to the air corridor e^en 
if there are aircraft adcied to the airpcrt Arport aircraft will not shew Lp in the air cxDrridor's 
Amiable Arcraft list 

PAGE ONE 

Gcrridcr Wethe Set the width (in rriles) cf theairccxridor 

Plane G bmjc*i cn per hbtr: Set the rate planes to be generated. This is the rxrrber cf plares per 
hoLT cf the type set on page two. 

Plane Drectionc Toggle button to set the direction aircraft tra\el in the air corridor. 
MnirrunAHitucles Set the rririrrLrnaltitucie aircraft can fly in the air corridor. 

IN/MrrunAHitucleE Set the rraxirrLrn altitude aircraft can fly in the air corridor. 

PAGE TWO 

A«laUeAircr^b List cf aircraft that are a\^ilable to populate the air corridor. If rothing appears in 
the list, aircteft trust be added using theA±IAtcraft button bdew the list box. 

AJdAirci^tA±l the planes that will pepUatetheAr cenidor. 

1 - aicktheA±IAtcraft button. The A±l Flane to Arport Dalog box appears. 

Z Sdect a GOentry, Qass ard the Narre cf an aircraft from the desigTated chop-down lists in the 
dalog box 

3. Ctesigtete the rxrrber cf aircraft to be a\^lable in this ArGorridor. 

4 QickCK 

DdeteAirc^t: Sdect an aircraftt^pe from the Amiable A rcraft list then dick CB.ETE AIRCRAFT to 
rerrT>te that class cf aircraft from the air corridor. 

N3IE: The Flane C^neration per FT value on page ere cf the air ccrridcr's Cbject FVoperties Fand 
deterrrines hew many planes are in the corridor at a time \Ahen the total rxirber cf plares 
is exhausted, the air corridor becomes ide 

AIR STATION PROPERTIES 

Ar Nations can only be added to ships with errbarked aircraft using the ship's Mission Cbject 
merx/sAdAr Station option. QickanAr Station i con to bring Lp the A r Station FVoperties Fare! 
pages. 


PAGE ONE 

ISbiTEs Create a rBrrEfbrtheAr Sation. C^aJt is si rrply A r Station with a noiTber appended as 
needed. 

/te sicp TB ci ^rct^ 1: Select aircraft to be assisted to the station frorn the Assi^ieclArcr^ckep- 
dcwn list 

Aircr^t 1 Lnarimt: Select the Mission Ivpe. This detenrines the kind of weapons the airctcft 
carries in the rrission 

/te sicp TB ci ^rct^ 2 Select aircraft to be assigied to the station frorn the ^tesigTedArci alt chop 
dcwn list 

Aircr^t 2 Lnarinit: Select the Mission Ivpe. This d^enrines the kind of weapons the aircraft 
carries in the rrission 

NC3IE: For a description of rrission acronyrrs used intheXAfeapon LcadOLt (±op-dcwn list see 

Appendix A aossary of Azronyrrs on p: 198 ard Appendix B: Qcssary oflenrs on p. 200. 
AHHucle: Set the altitude in feet for the aircraft at this station 

N3IE: An air staticn rraycortain one crtvto aircraft Arcraftfly a predetenrined pattern when on 
station 

AIRPLANE PROPERTIES 

See Mission Edtor/Cbject Properties F^ne'Infli^Tt Arcraft Properties on p. xxx For irTfcDrrraticn on 
selecting weapdrs Icadouts for aircraft assigned to an air station, see Mission Biitor/Qgect 
Properties F^ne'Ar Station Properties abd>^. 

AIRPORT PROPERTIES 

The land-based airport bulcing object fnas sorre properties in ccmron with ships with errtaarked 
aircraft In adfciticn to the three Bcildirig Cbject Properties Panel pages, afcrth page is available fcr 
airpdrts. 

PAGE ONE 

Sde: Select the objects side 

ISbmes Select the specific bulcing objedt name 

I taxi ng Set the CDrientaticri cf the bulcing object Enter a nurtaer O to 360 to designate the 
direction that the bulcing faces. 

Indude in Sim Specifies whether the selected airport is added to the rrission as a sirrulation 
object 

Lard- based simJation objects can be detected ard marked byOwnship's periscope if Ownship is 
within 3 rri I es of the contact If the lard (Object errits radar it can also be detected ard rrarked by 
E5M. Ctetected lard simJation objects can be targeted with lard attack rrissiles cluing garreplay 
Buildings that are ret simJation ot^ects appear in the periscope (ard in 3D if Shew Truth is on) but 
can not be rrarked or destro^^ in the rrissicDn. 

AJoDebset: Specifies whdhercr net the bulcing is alwa^ visibeduing a rrissicn \Ahen this 
option is selected the bulcing appears on the Nav map automatically with an L desigiaticn ard is 
not hidden when Link Cata is off. (See Main Meniycpticns/'Gbrre'Show Link Cata on p. 29.) 

Sub Command Tip: If you selectAuto Detect foran object you mustalso select 
Include in Sim if you want to be able to destroy the object in the game. 




PAGE TWO 

F^oteUlitycf IndLEicrcThis is the percentage chance an object appears at the start of the 
rrission. 

L^tHudes Shews the starting latitude of the platform Enter the desired latitude if a precise location 
is reqLired. 

Len^tudes Shcw\s the starting I origitude of the platform &ter the desired latitude if a precise 
location is reqLired. 

Altematixely yxj can dick arxl <±ag the platforrrfs icon to the desired latitude^longitude location 
ard release the mouse button. 

PAGE THREE 

Ocxnded ^rcr^t Sdeetprt Lists the aircraft that are a\ailable at this airport Arcraft rrust be 
added b^breth^will appear intheOeLrded Arcraft list LfeetheA±J Arcrafl button toadd 
aircraft 

AJdAircr^b QicktD bring uptheA±l Arcraftto Arport Dalog. 

1 . \AhentheA±:l Plane to Arport Dalog box appears, select a CbLntry, Qass aixl the Name of an 
aircraft from the (±op-dcwn lists in the dalog box. 

Z Designate the rxirber of aircraft to be available at this airpert 
3b Qick CK Repeat to add aircraft cf dfferert: t^pes. 

DdeteArcr^t: Select an aircraft t^pefrxmtheQTOLrdedArcraft Selected list then click the 
Ctelete A rcraft button to rerrcA^ that d ass cf aircraft from the air corridex: 

Add Irtfli^ltArcr^t: Qick this button, then dick the map to place aircraft aloft at the start cf the 
game. The nurber of aircraft in the air is SLttiacted from the planes goLrclad at the airport Ycu 
rrust place plares atthe airpert bdbre you can add inflight aircraft Ycu rrust then assign 
properties to these inflight aircraft: by selecting the inflight aircraft's icxn and designating properties 
on their Properties Panel. See Mission Edtor/Cbject Properties F^ne^lrflight Arcraft Properties on p. 
183. 

A±1 Corridan A±irg an air (rorriefcr from an airpext vror1<s the sarre way as acldrng a regJar air 
ccxridcx' except that one end cf the air cxxridcr is arnchexed at the airport Qick the white square at 
the OLter end cf the ccxridor to select it See Mission Bdtor/Ctject Properties Pan^Ar OxTiebr 
Properties on p 179. 

N3IE: The Plane C^naation per hh value cxn page cxne cf the air ccxridcr's Cbject Properties Panel 
deterrhnes hew many planes are in the cxxridcr at a time \Ahen the total nLirber cf planes 
is exhausted, the air corridor becemes ide 

PAGE FOUR 

This page contains the 3D model cf the selected object 

Sub Command Tip: Use the 3D model to determine if the airport is at an 
appropriate altitude. If the airport appears to be floating or buried, adjust the 
location of the airport. 
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BUILDING PROPERTIES 

Buildings (lard- based olgects) rrust be placed cn land. There are three pages of properties for 
buildings. 

PAGE ONE 

Sde: Sdect the object^s side 

ISbiTEs Select the specific bulcing object name 

I taxi ng Set the orientaticDn cf the bLilcing dDbject Enter a nurtaer O to 360 to designate the 
direction the bulcing faces. 

Indude in Sim Specifies whether the selected bulcing is added to the rrissidti as a simJation 
object 

Lard- based simJation objects can be daected and rrarked byC>vnship's periscope if C^vnship is 
within 3 rriles of thecdntacL If the lard <±)ject errits radar it can also be detected ard rrarked by 
E5M. detected lard simJation objects can be targeted with lard attack rrissiles duing garreplay 
Builcings that are not simJation cJgects appear in the periscope (ard in 3D if Shew Truth is on) but 
can net be rrarked cr destroyed in the rrissictx 

Sub Command Tip: To add a building to your scenario for visual effect, without 
impacting gameplay, deselect the Include in Sm option. The selected building 
appears in the 3D view but is not included in the mission play (i.e. you can't mark 
or target it and it doesn't appear on the Nav map). Including too many buildings 
in the sim slows down the simulation and dramatically reduces frame rate. 

AJoDebset: Specifies whdhercr net the bulcing is alwa^ visibe duing a rrissicn \Ahen this 
option is selectied the bulcing appears C 2 n the Nav trap autorretically with an L desigTation ard is 
net hideten when Shew Link Cefta is off. (See Main Meru^CpticDrTS^GarrWShcw Link Data on pi 29.) 

Sub Command Tip: If you selectAuto Detect foran object you mustalso select 
Include in Sim if you want to be able to destroy the object in the game. 

PAGE TWO 

nriDaUlitycf IndLEKxrThis is the percentage chance an CDbject appears at the start cf the 
rrissicn 

L^tHudes Shews the starting latitude cf the platform Enter the desired latitude if a precise location 
is requred. 

Lcngtucles Shcw\s thestartirg I orgitude of the platform &ter the desired latitude if a precise 
location is requred. 

Atematixely you can dick arxl <±ag the platforrrfs icon to the desired latitude^longtude location 
ard release the mouse button. 

PAGE THREE 

This page contains the 3D model cf the selected object 

NC3IE: Goal Properties Panel Pages are ccAered separately in Mission Edtor/Gbals on p: 189. 




HELICOPTER PROPERTIES 

See Aircraft Properties below. 

I N FLI G HT A I RC RA FT PRO PERTI ES 

aircraft can be airplanes or helicopters. There are three pages of properties available for 
irfli^Tt aircraft. Qick the infli^Tt aircraft's icen to select its Cbjed: Properties F^ne pages. 

PAGE ONE 

ISbiTEs Choose the type of aircraft to be placed. 

lactic: Choose the tactic the aircraft perfbrrrB. For descriptiorB of these tactics, see AppencfixC 
Tactics, on pi 202. 

NOIE: Che tactic available to ASWaircraft that carry sornobuoys is a Sorxfcuciy Search tactic. Select 
Sorx)buoy Search frorn the Ta(±c list then use the cursor to ciag a box on the Mission rrap 
where the A&A/ helicopter or aircraft is to chop soroobuoys to search for SLiDrrarines. 

5ip m r t Set the aircraft's speed in knots. 

AHHude: Set the aircraft's altitude in feet 

XAitiapon Lmrinit: Select Naval VVferfare Mission Area assignrTent for the aircraft. \Afeapons 

appropriate for the rrission type are loaded on the aircraft at rrission start 

INDIE: a description of rrission acronyms used intheXAfeapon Loadout drop-down list see 

Appendix A aossary of Acronyrrs on p: 198 and Appendix B: Qossary of Terms on p. 200. 

PAGE TWO 

F^obaUlitycf IndLEiortThis is the percentage chance the object appears at the start of the 
rrission 

L^tHudes Shows the starting latitude of the platform Erter the desired latitude if a precise location 
is rec^Lired. 

Lcn^tudes Shcw\s the starting I origitucJe of the platform Biter the desired latitude if a precise 
location is reciLired. 

Atematixely you can dick arxl chag the platforrrfs icon to the desired latitude^longitude location 
and release the mouse bution. 

PAGE THREE 

Sauce Cbiect: Dsplays the platformat which the aircraft is stationed. 

Irtfli^ltAircr^t: Specily whether or not the aircraft is to begin the rrission airbcme 
Arct^vuHhLauichllrneE XAhenthis option is selected the I at rchTlrre box appears in which you 
set the time the aircraft launches from its soLice object F^exarrple if the rrission begins at 
08:00, setting the I aLiTch time to 08:15 rrakes the aircraft lacnch 15 rrinutes after the rrission's 
start 

NOIE: If, after specifying aircraft with a specific lacnch time yoj decide to change the scenario 
start time yoLr aircraft lainch time is aLterratically nxiated to occlt within the same 
elapsed time interval from the original scenario start time F^exarrple, if the rrission begins 
at 08:00 and the aircraft laLnchtime is 08:15, changing the scenario start time to 06:00 
causes the aircraft latnch time to be Lpdated to 06:15. 

Rrfie sl i Slatione Causes the aircraft's soLroe object to autorraticallybegn preparing another 
aircraft to take its place when that aircraft r^uns. 


MINE PROPERTIES 

\Aiien a rrine is selected on the rrap^ thefdlowing options for that nine appear on the Qgect 
Properties F^nel. 

PAGE ONE 

Sides /^ign the side to which the nine belongs. 

ISbmes Specify the t^ 4 De of the selected rri re. The rri re t^^De selected whm the rriridi eld was 
created is shown by defeJt 

Depths Specify the depth of the selected nire The depth in feet desigiated when nindield vtes 
created is shown by defeJt 

PAGE TWO 

F^oteUlitycf IndLEKvxThis is the percentage chance an object appears inthe nission play 
L^tttuctes Adjust the latitucle cf the rrire 
Lon^tixtes A:|ust the Icjngitijcie cf the rrire 

SHIP PROPERTIES 

There are three pages of object properties for rrcet ships. Arcraft carriers and ships with 
errbarked helicopters with the ha\e a fcxith page shown below. 

PAGE ONE 

Sdes Select the object's side Ycu can designate L4D to s^en sides plus neutral. To set al I iarxes 
between sides, see Mission Bditor/Bcitor MerxyBcit Menu^Side Aliances on p. 170. 

Goirtry: Select the object's nation 
Oass Desi^ialiGn Select the object's dass. 

ISbiTEs Select the specific \^ssel name or hull riJTber for scrred asses. 

lactic: Cheese the object's tactic fromorieof these I i steel Qick inthe rraparxl (bag to place the 
tactic aiCLrd the platform To (delete the CLirerttacdic Just select a cifferenttadic from the (drop- 
dewn list Cescaiptiors cf all tacdics are described in ADpencfixCTacdics on p 202. 

5Sp m r t Enter the desired speed of the platform in knots. 

Target Mode: /tesigo a special tactic for the object to follow when it enccxrters the platform 
selected in Target Platfarm chop (down. 

ISkxies No special tadic is assigTecl The ctgecd: uses the tacdic assigned in the lactic cbop-down. 
AIIhi J c The c±jec± attacd<s the platform selected inTargd Platform as sexn the object detecls 
the platform 

Track: The objec± tracks (trails) the platform selected inTarget Platform as sem as thecbjec± 
(detects the platform 

Target Platform Lists all ebjeds inthe rrissicn. The (bged applies the Target Mcxde set abc>^ to 
the platform selected in this cbopciown. 

PAGE TWO 

F¥afaatilityc]f IridLEiorxThis is the percentage chancte the cbjed appears at the start of the 
rrissicn 

LdtHudes Shows the starting latitude of the platform Enter the desired latitucde if a precise Icxaticn 
is recfjred. 


Lcn^tudes Shcw\s the starting I origitijde cf the platform Biter the desired latitude if a precise 
location is reqLired. 

Altematixely yxj can dick and <±ag the platforrrfs icon to the desired latitude^longitude location 
and release the mouse budm. 

PAGE THREE 

For ships with no errbar1<ed aircraft page three dspla^ the 3D object 

Carriers and Ships with Embarked Aircraft 

If the selected object is an aircraft carrier or a smaller ship with errbar+ed aircraft the following 
fields are available on page three 

Aro^ A/ailaMe: Shews the aircraft a\ailable on the selected ship or carrier 
Addlrtfli^ltArcr^b Alcws inflight aircraft to be placed intherrission. 

• aickACDIISHJGHTARCRAFrthenclicktherraptoplaceanaircraft icon. (You trust select the 
aircraft icon and set its properties separately. 

See Mission Bdtor/Cbject Properties F^nel/Infli^Tt Arcraft Properties on p 183. 

A±J Ar Staticne AWojms two planes to be placed at an air station. 

• Gick ACDARSronCNthen click the trap to place the air station. Select the air station's icon to 
assign aircraft and set its properties. 

See Mission Edtor/Cbject Properties F^nel/Ar Sation Properties on p 179. 

PAGE FOUR 

Page fexr is only a\ailable1br carriers and ships with errbarked aircraft arxl displays the 3D model 
1br the selected platform 

SUBMARINE PROPERTIES 

\Ahen creating a rrission, you rrust create at least orieaDrtrollable sutx If there is rx>cortrollable 
SLi^rrarine in a rrissiorr the rrission when selected does not open in the Mission Selection screen 
Desigiate an appropriate siiD as ccrtiollable on pagetvwo of a SLixraritie's Ctject Properties 
panel. Properties that are only available when the object has been desigiated a controllable SiiD 
are noted in the description of the page where they occlt. 

To place a Controllable Sub In the Mission: 

1 . Select one of the following fiom page one: 

Goirtry: Uhited States: 

aaBs Seawdf (SSN 21) or Lcs Angela Gass (SSN 688 I) 
or 

Goirtry: Russia: 

a^s:A<Ua-l Irrproved (SSN) or A<Lia-ll (SSN) 

Z Cn paget^AodicktheGorItrollableSLi^bc^><tDplaceachecklrark. 

3b cn page three select Player hteChdee of Pf^tfarm to al low the player to select any stio in the 
Specific SiiD Sdecter in the Mission Selection Screen when this cmtiollable sth is selected in 
the Gortrallable Sl±> Sefeefanr. Leave this option Ltichecked if you \Aant the player to be able to 
corrrrarxioriythesLiDrBrrBdonpageoiTeofthesLiD'sCbject Properties F^nel. (This option 
only appears ifthestlDhas been desigiated cmtiollable on page two) 

4b Place other controllable subs in the rrission as desired and create ircividual tasking for each 


The rxirber of aDrtrollable SLts in a rrission debarrines the nLirber of players that can play 
that rrission in Multiplayer mode lb make an eight-player rrUtiplayer game place eight 
controllable SLte in the rrission. 

PAGE ONE 

Sides Select the object's side Ycu can designate L 4 D to s^en sides plus neutral. 

GoLTtry: Select the object's nation. 

Oass Desi^ialiGrc Select the object's dass. 

ISbmes Select the specific \^ssel name or hull riJTber for sorred asses, 
lactic: Qxjcse the object's tactic fiomthe(±iDp-dovvn list Tactics are listed and described in 
Appencix C Tactics on p. 202. /^fter the tactic is selected, the Description Bar prorrpts yoj to 
position the object tactic on the Mission rrap. Qick in the rrap ard <±ag to place the tactic aroLrd 
the platform To delete the CLtrent tactic and place arxther, just select a dfferent tactic from the 
chcp-down list 

5 4 T m r t Enter the desired speed of the SLtrrarine at rrission startLp: 

Dapttx BTter the depti^ for the SLhrTBririe at rrission StartLp. If you enter a depth less than the 
SLiDrrarine's surfaced depth, the garre places that SLiorrarine on the surface at game start 
Target Mode: /^igos a special tactic for the object to follcDw when it erccxnters the platform 
selected in Target FTatfarrn chop- down. 

ISbnes l\b special tactic is assigTed The otgect uses the tactic assigied in the Tactic chop-ckown. 
Alack: The object attacks the platform selected inTarget FlatfcDrm as scxri the object cJ^ects the 
platform 

Trade The object tracks (trails) the platform selected inTarget Platform as sexn as the object 
detects the platform 

Target Platform Lists all objects intherhssicriThec)bjec± applies tiTeTargetMcxte set abCA^ to 
the platform selected in this ciop-ciown. 

N3IE: Aiy entries rrade inTactics, Target Mode andlargd: Ratform are cisregarded if thesiiD is a 
controllable siiD selected by a player The player detarrires all tactics. 

PAGE TWO 


OrtrdlableSLb 
Load out C6BV 



RriDaUlitycf IndLEknThis is the percentage chance the object appears at the slart of the 
rrission (If there is only one ctntrollable siiD in the rrission, this shoUd be set to 100. (CefaJt is 
100 .) 

L^tHudes Shows the starting latitude of the platform Enter the desired latitude if a precise location 
is requred. 

Lcn^tudes Shcv\s the starting longitude of the platform Bter the desired latitude if a precise 
location is requred. 

Altematix^y yxj can dick artd <±ag the platforrrfs icon to the desired latitude^longitude location 
and release the mouse button. 

GcrtrcllaUe SiJdc This option is only apwoilable if the selected object has been desigtated one of 
these SLiD classes on page one: US. Seavwdf, 688(1), an IrrprcA^ or Russia: A<iia-I ItTprc^ed 
(SSN)oran/ikLiall (SSN). 

• Qick in the square following the label to select this SLixraririe as a cortfdlable platform A 
check mark appears in the square when it is selected. 

Sub Command Tip: Place up to eight controllable subs in a mission to make the 
mission a M ultiplayer mission. The number of controllable subs placed in the 
mission determined the number of players that can play in a game. Each 
controllable sub can be given separate tasking. 

Load Glit DSFM This option only appears if the GOrtrdlable SLiD option is selected. \Ahen selected, 
the Deep SLiDrrergence Rescue N^hide (CSR^/) is attached to the SLiDrrariiTe at garre start 

PAGE THREE 

If thesLiDrrarine is not designated a GOntidlable Sub, the 3D object dspla^ on this page If the 
siiDTrarine is designated a CbrTticilable SLiDthefdlcwvirig options appear on page three 
Tasking Message: Enter the text that appears in the Taking Message on the Mission Selection 
Screen arxl in the Mission Brid". The text b^ore a hard r^]Lm display in the Taking wirdow in 
Mission Selecticn The entire message displays on the Mission Brid" screen. 

Player hteChdce of Ptatfonri Selecting this option places =*<}crtiT]llaUeSL±>in theGertrollabe 
SLiD Selector on the Mission selection screen The =*i~Ortrollable SiiD option gives the player the 
opportLTiitytD select any sub (US. or Russian) listed in the Specific SlJd Selector. 

\Ahenthis option is not selected, only the siiDnerine narred on page one is aN^ilabletocomrand 
in the Mission Selection screen for this COrtnDllable Suh 

Sub Command Tip: M ake sure that your tasking message is appropriate for any 
selectable sub regardless of country when using the Player Has Choice of Platform 
option. 


SneemlA: Wnen selected the slJd's lowed Aray is already deployed at rrission start 



PAGE FOUR: 

\AherithesLi3rTBrirTe has been designated as a CbntnDllable Sub its BDobject displays on this 
page 

TEXT LA BEL PROPERTIES 

There is one page in the Text Label Properties Panel. There are two ways to place a text label. 

• From the Mission Map menu select Chart Text Label then click the rrap. 
or 

• From the Ecitor menu select A±t>A±i Chart lo<t Label. 

These options are available on the Properties Page for text labels. 

Label: Dsplays a d^^t text label with a sequential rxirber apperxJed. Qick in the edt box and 
type in the desired text for the label. 

Gdcn Select the desired odor for the text label from the ctop-cbwn list Bght colors are available 

WAYPOINT PROPERTIES 

Each waypoint has one page of proprieties. Platforms can be assigned dnanges in speed and 
additional tactics to aotorrplish when the selected waypoint is reached. 

The platforrrfs estimated time of arrixal at that waypoint cfsplays at the top of the page 
5 4 T m r t Set the speed the platform shoJd rrairtain after it reaches the selected waypoint 
Depttx S^ the depth the SLinrrarirneshoLid maintain after it reaches this waypoint (A\ailabefbr 
SLirrarine waypoirts only) 

AHHudes Set the Atitude the platform shoUd maintain after it reaches this waypoint (A\ailadefor 
aircraft waypoints only) 

lactic: Select an additional tactic for the pi atfoirn to initiate when it reaches this waypoint A 
description of tactics in this list isfcxrd in /appendix C Tactics on p: 202. 


lactic DLi^cn: CtesigTatehcvv long tiie platform shcxid perForrn the r>ew tactic before proceecing 
to the next waypoinL 

larget Mode: /tesigns a special tactic for the object to follow when it ercoLnters the platform 
selected in larget Platform cirp-dcvvn. 

ISbnes No special tactic is assigied The object uses the tactic assigned in the lactic (±op-down. 
Alack: The ot^ect attacks the platform selected inTarget Platform as soon the ot^ect detects 
the platform 

Hack: The object tracks (trails) the platform selected inTarget Platform as soon as the object 
detects the platform 

Target Platform Lists all objects inthe rrission Theolgect applies the Target Mcxde set abcx^ to 
the platform selected in this chap-down. 

GOALS 


Goals are the means by which ycu assign specific tasks to the placer, prcx/ide him or her with 
intelligence iriforrration ard trigger taskdrg messages duing gameplay. Goals are also used to 
trigger ^ents at a specific tirre in the rrission. Ships other than those controlled by the placer can 
also be assigned specific tasks that irrpact the pla^^s experiences in the game. Because of the 
irrportance of goals in designing interesting and exciting scenarios, goals are ccxered separately in 
the section that follcw\s. 

There are two tvpes of goals: Attached Qaals and Qobal Qaals. The two t^^tes and their sti>types 
are described below alorg with the Goal Object Properties Panel pages. 

GLOBAL GOAL 

A global goal is not attached to a specific olgect but ycu can desigiate specific criteria for goal 
acxorrplishrrerTt There are two types of global goals, Destiriation arxl Autorratic. Both types are 
described below. 

To place a global goal: 

1 . Qick the Goal button at the bottom of the screen. 

Z Oickc the location on the rrap where the goal is to be placed. Agoal icon can be mcxedto a 
different location by dickdng on the goal icon and ciagging it to a noA/ location or by setting a 
specific longitude and latitude on page two of its Cbject Properties F^nel pages. 

3b Qick the goal icon to select it The Goal Cbject Properties F^nel appears to the right of the rrap. 
See Mission Edtor/Goal Cbject Properties Panel Pages on p 191. 

DESTINATION GOAL (GLOBAL) 

A Qobal Cestination Goal is achi^/able only when the object that matches the goal criteria arri\^ 
at the goal location on the rrap. The criteria are set on page one of the Qobal Goal's Ogect 
Properties F^nel pages. A radus can be ddined aroLnd the goal object so an object can trigger the 
goal by arriving at a position within that radus. The radus and specific lorrgtjde ard latitude 
cocrd nates are set on page two of the Goal Ogect Properties Panel pages. You can also specify 
actions to occlt when the destination goal is reached. See Mission Edtor/Goals/Goal Cbject 
Properties F^nel Pages on p 191. 



AUTOMATIC GOAL (GLOBAL) 

AoAjtorrBtic Gcal has no specific criteria rTeqJr^fbr acoDrrplishrrerTL Ajtorratic Gbals are setup 
to trigger art: a certain tirre in the scenario. No other criteria, such as side or coLntry, need be 
specifiedfor an object to trigger the goal. They are useful for prcMcing intelligerTce, tasking and 
other messages to the pla^^ ^ specific times duing the rrission For specific iriforration on 
setting properties for Goal objects see Mission Ecitor/Qoals^Qoal Cbject Properties Panel Pages on 
p 191. 

Sub Command Tip: Automatic goals are useful for sending "mission complete" 
messages to the player. In the Goal Precedence dialog for an Automatic Goal, 
specify that this goal cannot be triggered until all other goals in the mission are 
completed. Once all the other goals are completed, the "mission complete" goal is 
automatically triggered. (See Mission Editor/ Goals/ Goal Precedence on p. 194.) 

ATTACHED GOALS 

Alached Qaals are created specificallyforcjne object. McDre than one Atached Gbal rraybe 
created for an indvidual ot^ect Alached Gbals prcA/ide a mechanism for identify ng the mahod cjf 
the object’s destruction, specifyng what occurs when the object arrixes at a designated location, 
andforthe rebi^ng pilots and Special Forces. 

To create an attached goal: 

1. Chthe rrap, right-click the object to be assigned the goal. The Mission Cbject menu appears. 

Z From the Mission Cbject menu selectA±l Atached Gbal. 

3b Qick the map where the goal is to be placed Qick the goal icon to select it and bring up its Gcal 
Cbject Properties Panel pages. 

4 There are three differert t^pes cjf attached goals: Cestinaticn, Approach ard Kill. These are 
ax/ailable from the Qtel Type (±cp- down list 

INDIE: Assigning points to Attached Goals causes these goal names to appear in the Mission 
Cebri^ screen when the player ends the rrission. 

DESTINATION GOAL (ATTACHED) 

\Ahen an Attached Destination Goal is assigned, onlytheattachedotjectcansatisfythe goal. An 
Attached Destination Goal is triggered only when the attached object arrives at the goal location. A 
rad us can be ddined around the goal object so the attached object can trigger the goal by arriving 
at a position within that radus. 

APPROACH GOAL (ATTACHED) 

An attached Approach Goal is used to pick up a downed pilots and Special Forces or get within a 
specific raduE of a strip or location. 

For exarrple, to make the pilot's rescue a rrission goal a dcwned pilot icon rruet be placed on the 
rrap, an attached goal acfcJad to the pilot icoa and the slip or platform that is to rescue the pilot 
desigrated as described below. 

To place a downed pilot: 

1. Select the Ship Cbject button Place the object by clicking on the Mission rrap at the desired 
location 

Z Qick the shp icon to select it and, on the first Cbject Properties Panel page Qvilian for country. 
Raft for Gass Designation ard Downed Pilot for Narre. 


3b The clcvvned pilot rrust be assigned a tactic, hov\o«er the specific t^^De does not matter because 
speed is ^ra 

To add an Attached Approach Goal to a downed pilot: 

1 . Rght-clickthe Dcwvned Pilot ioDn to activate the Mission Cbjec± menu and select A±iAtarhed 
Goal then click the map to place the attached goal. 

Z Qick the goal icxn to select it and d splay the Gbal Cbject Properties Panels. Cn page one select 
/approach Goal in the Type field. You trust also specifythetypeof object that can pick tp the 
pilot in the Icwver half of page one 

3b Cn pagetVNAOof the properties panel designate a rad us. The player trust be within this radustbr 
the goal to beachi^ad. .Also set a rraxi rrLrn speed that rrLEt be met in order for the pick ip to 
beoarplete 

4b For an object to actually be 'picked ip' you trust also select Remote Atached Cbject from the 
Adion dop-down list on the last page of the Goal Cbject Properties Panels. \Ahen the approach 
goal criteria ha\a been met, the object, in this case the downed pilot object is remc^ed from the 
map. 

KILL GOAL (ATTACHED) 

Kill goals are always attached to objects. The platform to which the goal is attached rcLEt be 
destroyed in order to satisfy this goal. Cn page one of the Cbject Properties Panel, you can specify 
characteristics for the platform that rrust accorrplish this goal. Sirrilar to the other goal types, you 
define the object by selecting the Side Country and Qass properties. Che addtional option is the 
ablitytDspecifythepercertageof darrage that rrust cxiCLT in ordertosatisfythe goal. If, for 
exarrple the player is recnjred tocause 25%darrBgeto a platform add an attached Kill Goal to 
that platform ard specify 25 for the ciarrage The rerrairirTg Cbject Properties Panel pages are the 
sarre as for Destination Goal, on p 190. 

GOAL OBJ EOT PROPERTIES PANEL PAGES 

The pages of the Goal Ogect Properties are sirrilar for rrost types cjf goals. Cptions that are only 
a\olable for a specific type of goal are noted. 

PAGE ONE 

A\\ goal types cortainthesefirstthieeoptionfields on F^geone 

Goal apply trx Cptions in the list include AJ_ ard any ccrtrollabesLio in the rrission. V\hen a 
specific controllable siio is selected in this <±op-dowia this goal is only generated in thegarre if 
the player selects that siio to corrrrBnd. 

Goal ivfemes /^ign the goal a name. The defaJt goal name is Goal with a sequential nurber 
appended. This goal name appears in the Mission Status Screen ard in the Mission Debrid ard 
Player's Ljog if points are attached to the goal. 

Goal l^Des Specify the goal type Qobal Goal selections are Destination cr Ajtomatic goal. Atached 
Goal selections are Cestiraticn, Approach cr Kill goal. Approach goals are used to pick Lp dcwned 
pilots of Special Forces team See Mission Edtor/Goals/Allached Goals/Appnoach Goals on p. 190. 

Sub Command Tip: Specifying a Goal Name that indicates the purpose of the goal 
may make it easier to set goal precedence as well as aid you in remembering 
what the goal was created to accomplish. 


ADDITIONAL PAGE ONE OPTIONS FOR SPECIFIC GOAL TYPES 

Qobal Destination Gbal, Atachecl /^oproach Gbal and Atached Kill Gbal ha\^ these adcitional 
options a\^labe on F^ge one 

SdEs /^ign the goal toaspedfic side If >ou do not specify a side the ofcjects that can satisfy this 
goal do not ha\^ tr> belong to a specific side 

Goirtry: Chocse the nationality of the platform that rrust corrpletE the goal. If ycxj do not specify a 
coLiTtry the objeds that can satisfy this goal do not have to belong to a specific cocrtry 
Class: OTOose the d ass of the platform If you do not select a class, the objects that can satisfy this 
goal do not ha\^ to belong to a specific dass. 

ISbiTEs If you specify a dass, the Name field becomes a\^lable 

NC3IE: For any goal you can specify the side the cocnby and the dass of the olgect that rrcet 

(toTTplete the goal. Mxj may leave any of these fields dank, meaning that any \^ue is \^id 
for that field. For exarrple, if you select "Uhited dates'' for the cocntry and leave the rest of 
the fields dank, any Uhited ^ates platform on ary side can satisfy this goal. Sirrilarlyyxj 
can set the side specification to side 1, and leave the rest of the fields dank. Then any 
platform on side 1 can accorrplish the goal. 

PAGE TWO 

The type of goal selected on page one deterrrines which options area\oladecn pagetwo. Al 
options that can appear on page tvto are shown here Cpticns that are not a\^ladefcr all types of 
goals are noted. 

l^^bxSp oD c t Set the Maxi rrum speed allowade for goal coxrpletion. Set-1 to recMre ro specific 
speed fbr goal coxrpletion. (Destiration and /^oproach goals only) 

Mn Depth: SettheMirirrLrnclepthallcw\ade for goal ccrrpl^cn Set -Itorecpirero specific 
depth for goal cxrrpletion. (Destiration ard Approach goals cniy) 

Depth: Sd: the Maxi rrirnolepth allcwade fbr goal coxrpletion. Set -1 to reopi re ro specific 
depth fbr goal cxxrpletion. (Destiration ard Approach goals cnIy) 

Defira a range aroord the goal. Arri\al anywhere within this area accorrplishes the goal. A 
white circle aroord the goal icon shcw\s the range on the rrap. (Destiration arxl Approach goals 
cniy) 

Da n -ages Desigrate the arrount of darrage that rrust oxtoor fbr the goal to be achieved. If 50% 
darrage rrust be inflicted to the desigated object, place 50 in the darrage field (This option is 
a\ailade fbr Kill Gals only.) 

Mrts: Assign a pdntxaluetothegcal. The pdnts are inclided in the rrission's overall score arxl 
success rate If a poxntxalue is assigad, the goal appears intheAssigiedT^ks section cf the 
Mission Detarid' Screen. (Cpticnasailadeforall goal types.) 

NC3IE: Norrrally assigxrert of pdnts fbr Automatic Goals is not necessary, sirxe these goals cxclt 
regard ess cf a player's actions. 

aart'BxHIrrEs Specifythetirre within which the goal rrust be cxnpIdBd. If you do net sdect a 
start or end time this goal can be accorrplishied at any tirre during the rrissi on. (Cption available 
fbr all goal types.)Tirre Fbrrrat: Da^:Fbur5:Min 

L^tHudes Dsplays the curent latitude cf the gal CDbject To aejust the latitude cf the gal, type in a 
specific latitLdecoorcirate (Cption rxt a\ailable fbr Autoxratic Goals.) 

Lengtudes Dspla^ the CLirent longtude of the goal object To aejust the longtude of the goal, 
type in a specific Icngitudecnordrate. (Cpticn rxt available fbr Autorratic Goals.) 


Retun to Base: Specify whether the platfcxrnrrust rxt only atri\^ within the raciLB of the goal but 
also retun to base to satisfy the goal. This option is intended for aircraft olgects. If a shiparrix^ 
within the goal's radus, it would autorratically satisfy the goal. Acheckrrarkindcates the option 
is CM C^aJtstDCFF. (Option riot availabe for Ajtorratic Goals.) 

Oitical Gael: Select if this goal trust be corrpletEd for the rrission to be ODnsictered successful. 
D^^tstoCFR (Option rrtaxailable for Ajborratic Goals.) 

PAGE THREE 
Communications 

Specify the pararrebers of the corrrrLriications message the pla^^ recei\/es when the goal is 
aaoDrrplished. Duing gameplay new corrrrLriications massages are dspla^ed in Report Hstory 
window. 

I^De: Alcws the user to specify one of two iM^ies of aDrrrruriicatiorTs: The type of message 
selectied detErrrines which T^k Bar H story \Aindcwv displays the message duing gameplay. 

I^cfo r^bssage: A radio message prowdes further rrissidn irrfbrrraticDn or intelligence (CLiing 
garreplaya Radio message appears in the Radio Hstory V\4ndow intheT^k Bar.) 

Report A report can be used to notify the player of game related iriforrraticn such as 'Ydxj ha\^ 
corrplebed the goal.' (CLiing garreplaya F^pdrt message appears intheOew F^port Hstory 
window dn theT^k Bar.) 

■fech Gorrpcsethetextcf the cdrrrrLnicaticns type ciesigTated in the Type diop- cbwn abo^ 
Aucfo RIes Specify an audio file to be played when the message is displayed. 

To play ycxrcwn custom .wavfile, cxpythe .wav file to the Scenario directory (a siixi rectory off 
cf the path in which Sub Gorrrrarxl was installed) on your hard dii\e. Biter the name cf this new 
.wav file in the goal Axio File box. 

ISDIE: \Ahen creatirTgtE5<tdr sdxridfdrthefirial goal of the game (i.e, the Missidn Gorrpl^egoal), 
rrakesLje that the cdyrrrLnication message tells the player that the rrissidn has been 
dorrpleted. Missidns have no other tirre lirrit dr ending poinL 
NC3IE: \Ahen desiging rrultiplayer rrissidns that ha\ecLEtom.wav files, participating players rrust 
have not dniy the scenario file but also the new .wav file(s). The other players shouid cdpy 
the .wav and scenario files to their Scenario directory 

PAGE FOUR 

Goal CcrrpletB Messages Bter a message to be receixed at rrissicn's end if the goal is achiexed. 
Gael Incxrrpltibe Messages: Bter a massage to be received at rrissidn's end if the gcal is not 
achi^ed. 

V\iTen the rrissidn encb, the player reaches the Debrief screen where all the statistics of the 
rrissidn are displayed. Cn this screen, all goals that have a non- zero point xelue are shown, alcng 
with their dxnplebe dr irxxrrplebe status. If the goal was successfUly cdrrpletedi dicking dn the 
goal name in the Cebri^ screen repeals the Gbal GorrpleberrEssage for that gcal. If the gcal was 
not acdxrrplished, clicking dn the gcal ciescriptidn displays the Gbal I ncdrrplete message for the 
goal. 

N3IE: The Gbal Qrrplebe and Goal Incdrrplete messages dnIy appear in Debris points are 
assigned to the goal. If Agoal is assigied points but no Goal Gorrpide dr I rcdrrplete 
message was created fdr the gcal, the goal narre in Debrief is not selectable 



PAGE FIVE 
Action 

DSbenrine an action that takes place when the goal is reached. The following options appear in the 
A±on Drp-down list 
NdsE: No action takes place 

CREOIE CQ ECTS: \Ahen this option is selected the following buttons appear in the panel. 

ADDC3VUR aicktodsplaytheA±l GroLp Dalog. AQoLp rvLEt already exist \Ahen this goal is 
triggered the goLp whose narre is selected here is created. 

DB-EfECiVUR Select a groLp narre in the Cbjects to Create list and dick this button to delete 
the selected groLp from the creation list 

NC3IE: It is i rrportart that ariygoLp that is created by a goal begi\^n an indusion probability of 
zero. This will ensire that this dynarric goL 4 D will not be created when the scenario starts 
and will only be created when the goal is triggered. 

Remove Attached Object 

\Ahen LBing an Approach Gbal to pick up pilots ard Special Forces you rrLEt use this option to 
rerro^ the pilot of Special Forces c^lgect from the trap crce the goal is triggered. 

GOAL PRECEDENCE 

IntheCBaal Precederce Dalog, you definethecrder in which you want yxr goals to be 
aceorrplished. If the goals are corrpided out of order, the player does not receive credt for 
corrpletingthem F^exarrple: SL|3pose>oj vvartto createa rrission in which the placer rrust 
navigate his siioto a specific part; dcse to shore ard then destroy a buildng with aTbmahawk 
strike For stealth reasons, the placer rrust arri\e at a destination goal near the shore bdbre 
ccrrpletirig the Alached Kill Goal on the lard site In the <3oal F^recedence dalog you shoJd rrake 
the Ctestination Goal a child goal of the Kill Goal. This rreaiTS that the Ctesti ration Goal rrust be 
acxorrplished first The Kill Goal can crJy be corrpleted after the DestiraticjnCjoal is corrpidedor 
ro credt is gi\^ntothe player for the kill. 

To set Goal Precedence: 

1. From the Bdtor menu, select Cptions>Goal Precedence The <3oal F^recedence dalog box 
appears. 

Z Al goals in the rrission are stored inthe IRootfdder in the list to the Idt 
3b Qick the + in front cf the IRoct Fddertoopen it A list of the goals appears. 

4b Id rrake a goal (GL) achi^able only after another goal (C2) has been reached, dick the second 
goal (C2) ard dag it orto the first goal (GL), making (C2) a child of (CSl). New, (GL) camot be 
aceorrplished Liiess (G2) is achi^^ first 

N3IE: The Goal Flecedence dalog shews the goals in a r^erse hierarchical tree In other words, 
the child goals rrLEt be aceorrplished before the parert goals in ondertio rraintainthe 
ODrrect order of corrpletion. 

Sub Command Tip: Use Goal Precedence to make a "mission complete" goal to 
inform the player when the mission is finished. To do this, create a "mission 
complete"Automatic Goal thathasan Intel message notifying the player thatthe 
mission has ended. In the Goal Precedence dialog, make all other goals in the 
mission children of the "mission complete" goal. When all the goals in the mission 
are completed, "mission complete"goal is automatically triggered and informs the 
player the mission has ended. 



DYNAMIC GROUPS 


CVnarric can make a mission appear random and dynarric so that each time ycu play the 

rrission, the situation and gameplay are dfFeient Missions can be designed so that only sorre of 
the Ghxps are used in the scenario when the rrission loacte. Cniy those objects in the 

rarxiorriy selected Cynarric QeLps appear in the rrission. Theiefore when the rrission starts, you 
may ha\e cifferent objects appear each time 

Ycu can desigTabe a certain rxirber of objects ftoma selected CyiTarric QoLp to appear in the 
rrission For exarrple stppose you want to create a rrission in which the player's batdegoup is 
cifferent ^ery time he pla^ the game lb do this: 

1 . create a Dyrerric Grotp called, for exarrple, USBatdeQoLp. A±l a Mrritz, an Aleigh Burl-^ and 
a licondenoga to the LBBatlJeQoLp. Qve each one of these platforrrs the desired probablity of 
indLBion - the probabilities do rot need toscmto 100% 

Z lb ensure that at least one of the three ships appears in the rrission specilya MinitrLmof 1 
ship in the settings for the LBBattieGToLp. lb erTscie that ro rrore than tvwo ships inthegoLp 
appear in the rrission specify a Maxirruri of 2 in the settings forthe UBBattieGToLp. At rrission 
start, at least ore ship ard at rrcsttNAoaierarxJorrIy chosen from the three 
Ycu can also specify that an entire battiegxxp be randorriy selected when the rrission starts, lb 
do this, set Lp arother Cynarric OoLp arxl call it for exarrple RussiareatdeQoLp. This Cynarric 
OoLp is sirrilar to the UBBattieQoLp only it contains Russian ships, 
lb set Lp the rrission so that it rardorrly picks between the RussianBattieQoLp and the 
LBBatdeGrOLp: 

1 . Qeatea parert goLpthat cortairis both of these batdegroLps. Create a goLp called 
PaientQeup and add the RussianBatdeQeLp and the UBBattieQeLp to it 
Z Now rrake the FarerTbGTOLp's probablity of inclusion 100% ard setthe MiriirrLrntD 1 arxl the 
Maxirrcmto 1. 

3b Change both the UBBattieQoup's arxl the RussianBatdeQoLp's probablity of irdusi on to 50% 
At rrission start either the RussianBatdeQoLp or the LBBattieQoLp is selected, each with an 
equal likelihood of occurerxe 

Goals can also be merrbers of Dynarric OoLps, arxl appear in the rrission only if the Cynarric 
OoLp is selected at rrission start up Hcw^wer, goals that are merrbers of a Dynarric Qocp but 
are rxt attached to objects witbn the groLp are always created when the Cynarric OoLp is 
selected, lie MiriirrLrn ard Maxirrurnspecificaticns forthe Cyrerric QoLpdo rxt affect these 
Goals. Gon^ersely, goals that are attached to objects in the Cynarric Grxxp are rxt created if the 
object itself is rxt created at rrission start 

CREATE DYNAMIC GROUP 

To create a dynamic group: 

1 . Qick an object or goLp of objects by selecting Ecit=5elect Multiple Objects option from the 
Ed tor rren u then claggng a box in the map to erdose the desired objects or by holding down 
the IISHIFT] key wble clicking the desired olqects. 

Z From the Editor merxj select Cptions>Create Cynarric QoLp. The Qeate QoLp dialog box 
appears. 

3b Enter a rarre for the goLp in the Qrxp Name field. 

4b Setthe probablity that the groLp as a whole appears at the trission's start 



S Datmrine hCAA/ rrany irxividual ships witiin tine CV'iarricGhDLp appear at the rrission's start by 
usirTgthe MirirTLrnand MaxjrrurrraciusterB.lbcharTgethegraLp's set Lp, select Cptions>Bdt 
Q^M^fran^ Editor menu. 

EDIT DYNAMIC GROUP 

To edit a dynamic group: 

1. From the Bcitor merxj's Cption menu, select Edt CVnarric Qrxp. The QoLps dalog 

box appears. 

Z Chthe Idt, a list of created dynarric grorps appears, aickthefdder of thegtxpyxj wish to 
edt 

3b Ai^ustthegTDLp's probablity of indusion, as well as the range of ships that are generated 
within the group at the rrission's start 

4b In the Selected Cbjects bo>^ all theolgects that rrake up the CV^aiTic Ghoup are listed. The 
Ax^labe Cbjects box lists all olgecls a^^lable for selecticn. These are olgects that are rrot 
included in this or any other Cynarric Oeup. 

&lo add or delete an otject from the Dynarric Group, dick the narre of the object you v\OTt to 

shift LfeetheQ and [03 buttorBtDrrr^ethecr^oseno^gectirltooroutofthegeup 

Ycu can use the Bdt Dynarric Qeup furction to randorriy place a geup on the Mission map at the 

rrission's start 

1. create a Dynarric Group in a position at which it can appear in the rrission. 

Z Select the entire goup arxl create a duplicate uBirig the Bdt>G3py function in the Bcitor menu 
Select Bcit>F^ste then dick the map to paste the new group at a second location where it can 
rardorriy appear. 

3b Select the new group which consists of the same ships as the first Select Cptions>Create 
Dynarric Qoup \Ahen the Create Qoup dalog box appears, g\^ the second group a dfferent 
narre. 

4b Select Bdt Dynarric Qoup. The Dynarric Groups dalog box appears. Both goups' fdders are 
dsplayed in the Idt-hand cdurm. 

S QickACDO^OLPin the upper center of the box Create a narre for this noA/, errpty goup. A new 
fdder appears. 

6L Qickthis third goup. BelcDw, in the Available Cbjects bcoc thefirsttvwo goups are listed. Moje 
bc*h groups into the Selected Cbjects box They now becroresuiDgroups of the third. 

7. For this third goup, set Probability at 100% Set both Minirrumand Maxi rrum settings to 1. 

8b Now sd: each cjf the tvwo suiDgoups' FtobabilitiestoSO^TherearericwvtwodffererTtlcxeiticns 
in which the sarre goup night appear at the start of the rrission. 

INDIE: Goals that are rrerrbeis of a Dynarric Qoup but are not attached to a specific object in the 
goup are always created when the Dynarric Qoup is selected. The Mi rirrurnard maxirrum 
specificatioTB for the Dynarric Qoup cJo ret influence these goals. C0n\^rsely, goals that are 
attached to dgects in the Dynarric Qoup are not created if the object itself is not created at 
rrission start 



These hotkeys are available in the Mission Edtor 

ILIMJI NaMgabes focus to the next dosestvisibe object icon on the map! 

[CD Navigates tr> the next v\aypoint of a tactic. If the currently selectied icon is an 

object, this key selects the first waypoint in that object's tactic. If the selected 
icon is a waypcDint, this key selects the next waypoint 

D1 Navigates to the pr^ouswaypcDint of a tactic. Sirrilar to the abcxe key 

jOi^l cancels any operation in progess and brings Lp the Scenario Browser 

lO^iU Ceietes the CLirertiy selected object 


0411 ! 


Displays U5M IrTforrration for the CLtrendy selected cfcject 
Gopy the CLirendy selected object 

Paste frcrn the cc)py buffer. Q ick the rrap to pi ace the copied object 


STARTING A CREATED MISSION 


dd^t created rrissions are treated as Single Missicns. 

To start a created mission: 

1 . Sa\^ a finished rrission by selecting Mission^^ave Mission in the Editor menu. 

Z Qick Mission>Exitto retem tothe Main menu 

3b Qick Missions. Missions of the appropriate type appear in the Mission Selection List Green stars 
to the 1^ of the Mission Titie dfferentiate user created rrissicns from other rrissicn types. 

4b Qickyoj" rrission's narre, selecta SLiotoccxrrrard frcmthea±nariiTe Selection List then 
click CK to begin play. For MJtiplayer garres, see MJtiplayer on p. 153. 

NOIE: If you gi\^ the rrissicn a name in the Edtor menu's Gpticons>Set Mission Narre dalog that 
rrissicn narre appears in the Mission Selection list of the Mission's screen. If you do not set 
a narre for the rrissicn, the rrissicn's filename appears in the Mission Selection list 






APPENDIX A: GLOSSARY OF 
ACRONYMS 


AM/V 

Aiti-air v\arfare 

fiDCJiP 

Al^anced capablity 

A[S 

Ax^eonthebew 

ASUJM 

Antisirface v\arfare 

ASW 

ATtisLiararine v\arfer^ AtisLixrarine weapon 

Bk 

Book 

CM 

COLfTterrneasLre 

GO 

COrrrrBncing officer 

GcmTE 

GOrrrrLn cations 

GCMSUBLANT 

GOrrrrBnder, US. SLimarine Force AJantic 

GOA/ 

Chd" of the v\atch 

CV 

carrier 

CJBG 

carrier battle croLp 

CBVOM 

Cterrodulated noise 

DOOA/ 

Dvinq officer of the vvatch 

DR 

Cead reckoning 

CRT 

Cead reckorinq tracer 

EEFV 

DeepSLiarersible rescue \ehide 

EOT 

Erxj re order telecyaph 

B> 

Estimated position 

E5M 

Bectronic v\ar(are suiDport measures 

Rn 

Fathom 

RAA 

Floatirq wireanbema 

<FS 

Qobal positioning system 

l-F 

Hc^ frequency 

l-k 

l-brtz 

ID 

Identification 

irtrlck 

Interlock 

IR 

Infrared 

M5 

Knots, or nautical triles per hour 


1000 yards 

LLLJV 

Low Lee! Li^tele/ision 


Locistics request 

MOD 

Magietic anorraly detection 

IVEfT 

Main ballast tank 

Me 

Mark 




M5G 

Message 

MJC 

MeritiDrioLS Liit axnTEndation 

israo 

North i^antic Treat/ Qriati^ 

ISftn 

Nautical trile 

NTD6 

Naval TMcal Cata SNStiem 

NUC 

Nav^Uhit QorTrrerdatiori 

aoD 

Officer cf the deck 

PD 

Peri soDpe depth 

PUC 

Presidential UhtGorrrrerdation 

RAPLOC 

Rapid locali^on 

RBU 

Rocket borrb Liit 

RECV 

Receive 

SAR 

Search and rescue 

SBCISAV 

Secretary of the Navy 

SLGC 

Sea lanes of ccrrrrLncation 

SLMVI 

SLirreri re- launched mobile trine 

SCA 

Speed of advance 

SCF 

Special Cperations Forces 

STR 

Sicyel-tr)- noise ratio 

SS 

Desel-pcwered attack SLirraritTe 

SSBN 

Nudear-povered ballistic rrissilesLigrarine 

SSN 

Nuclear- povered attack SLtnerine 

SSP 

Sound speed profile 

IH^GCM 

Terrain counter rratching 

TLAM 

Torrahawk lard attack trissile 

msM 

IbrnahawkATtiship Missile 

UVA 

Target motion anal\sis 

TPK 

Turns per knot 

UQVI 

GUded trissile (Lhderwater launched) 

VLF 

\ery lew ftequercy 

NAS 

\ertical launchirq s\stem 

XIVIT 

Transrrit 


T^rcfe 


APPENDIX B: GLOSSARY OF 
TERMS 


An^e cn the Bot/v (/MIS) 

/^sped: cf srtp rrfa'eic^ tD a line bebAeen bcwv OAn slip arxl the contact 
measired 0 to 180 degrees port or startxard. 

Bow 

Front of the ship! 

ftiiariTcirirl 

Azoustic sigial consisting of a broad range of frequencies. 

C^Ataticn 

BLi±les created and collapsed at a propeller due to pressure changes; 
causes a large amoLit: of noise 

GocnJnate 

Position of a point often rreasLued in latitude and lorqitude 

CoulbenTEBSLiie 

De\Ace LBed to interfere with a torpedo detecting its target or with a sonar 
that is tracking a contact 

Oxi'se 

Drectionoftrav/el, rreasured 0 to 360 degees frorn rcrth. 

Gc^ert 

Lli<rown to others; ret openly showri 

DBlun 

Last krewn position. 

Deadreckcn (ES) 

iApproixirration of ship position calcJated using measLied speed and 
heading. 

BicinecrdErtEkaciznJi (EGO 

D^ce used to serri thrtzttJe (speed) orders to the erp re roorn 

^n/u^ber 

Structure on top of sulzrrarine used to protect rrasts and antemas. 

Fathorn (frn) 

Measure of depth of v\aten Ifrn = 6 ft = 1.8 m 

Fdli U t ftfIJtit 

Adive sonar d^ce used to treasure v\ater depth. 

Rx 

Lccationof shjpdeterrrirted using external rrference 

Rank 

Maxirrurnattanabe speed. 

hfeacinci 

Drection of travel, rreasured 0 to 360 degees frorn rerth. 

1 fellTEITBn 

eperator responsi be for steering and relaying speed orders. 

H^tytiane 

Bectronic acoustic device used to receixe sound. 

■Oiols (kt) 

Measure of speed in watery 1 kt = 1 nautical trile'hr — 1.14 rrilesi'hr — 
1.82 kilometers/hr 

LaLnch basket 

The area from wbch to conduct an attack 

Leg 

Period of tirre on a gven oxrse and speed. 

l*'^brk 

Terre descri b rig the serxi rig of beari rgs arxVor rarge to a cortact from a 
serrsor to the TMA function. 

ISbrrauuband 

Azoustic sigral separated into rrarrowfiequerrey wirriows. 

ISbUtical rrile (rrri 

Measure of dstance equal to 1 trinute of latitude; Irm — 2000 yards — 
1.14 rriles — 1.82 kilorreters. 

PlanesiTBn 

eperator resporei be for cortrolli rig the bewv ard stem pi aries of the 
sulorrarine 

Rvt 

side of sbp as seen f^inq forward. 

S^iai-tD-ncise i^o (SIMQ 

Logarithrric ratio of sigral to interfering rdse used to treasure acoustic 
ndse interference 



Snapshat 

CLick reaction t33rpa±)firinq procedLre. 

Sncrkding 

SLixrariretermfor operating the desd gerieralir vvrtlesLiDrrerged at 
periscope depth. 

Snorting 

British term for srorkeling. 

Sonofauay 

Small acoustic device that lb6s passi\^ or acti\^ sonars usually depleted 
from aircraft 

Seining 

Meascrerrert of depti^ "ThesoLixing is ISfarthoms"; can refer to the 
process or the res Jt 

9acirnflter 

De\Ace LBed tD measLre dstance to an object visually gi\^ the hei^ of 
the object 

Starboard 

Richt side of ship as seen facing forv\ard. 

9Em 

Back of ship. 

Strike 

Atacks against land targets. 

ImckET 

C^ceLsed to autorraticallyfollcw a sonar signal ard serd irifonration to 
the TMA flnction. 

Ifarsducer 

Bectronic acoLstic device used to transrrit ard receive sornd. 

V\&M3ciht 

Intermedate pant used to ddine an cvoall path. 

XA^apons free 

XAbapors can be errployed agai rst threat cortacts without futher 
perrrission being regdred. 

XEfT 

De\Ace LBed tD measLre the soad speed profile fired from a SLbrrarine 
sirrilarly to a axntermeasLre. 



APPENDIX C: TACTICS 


Tactics that can be assigned to piatforrrB and vvaypoints in the Mission Edtrr are shcwvn belcwv. 

Area V\6ypGir1t SithlartDtrarnsitseatrh inttettheplatimritravelstDeachcif thefOLTvvaypdnts 

arxl searches for ererrycortacts. The v\aypoints may be ctagged to ary position 
on the map. Uhl ike transit search, when the platfoirnreaches the last waypoint, it 
rehJTB to the fi tst waypd nt arxl rcsLires the patterri 

Barrier 

The platform travels back: and forth along an assigned path The waypdnt marker 
that appears on the map can be rrc>/ed to any pcsition. 

Expancfng Bac 

The platformfirst patrols the area in an oulv\ard spiral patten then an iruAard 
spiral patten. 

Ladder Boc 

The platform patrols the area in a backc-and-forth pattern within the parameters of 
the box 

rteiliTEter Bac 

The platform patrols the area along the peri mete" of the box 

l^ndomBcK 

The platform patrols the area in a random patten. 

Scnofauay Search 

{Cniy available to aircr^ carrying sorcbuo^) Qick and (±ag in the Mission Bdtor 
rrap to place a search area for the aircraft to fdlcw dLiinq qameplay 

Transit Scach 

The platform travels to each of the four waypoints and searches for enerry 
contacts. If an enerry is detected, it de/iates from its path to engage The 
v\aypoirnts rray be ciagged to any position on the rrap. At the last v\aypoint the 
platform maintains the assigned coLisearndspeed irndefiritelyLriless it detects a 
threat 

Transit 

The platformtravelstD each waypdnt ltdoesrnotde/iatefromitspathe>ceptin 
ddense Folt waypdrts appear which can be ctagged to any pcsition on the map 
At the last waypdnt the platform mairtains the assigned cotrse and speed 
irnddinitely. 




APPENDIX D: INDEX 


3DMew, 48-49 

WrefrannebLiable described, 13, 14, 16 
BDview explained, 48-49 
Ds^ing 3rd Hding 3D view, 30, 49, 158 
BDGbntrds, 48 
AJto Grew, 18, 146, 147, 148 
Sonar, 146 
TIVIA, 147 
Rada-, 147 
Rre control, 147 
l-felmBman, 148 

Chargng PressireAr, 52, 53, 54, 56, 57, 58 
Chat, Miitiplaver, 38, 39, 154, 159, 160 
Sending OTat Messages, 159 
\/lewing Oiat Messages, 159 
aassifying Ontacts, 11, 74 

In Narrowband Sonar, 31, 74 
In E5M, 102-103 
InStadmeber, 17, 142-143 
aassify contact V\irdcw (Qatact Menu), 45 
DesigTatelype'^J Nance Menu (Gontact Menu), 14, 31 
COrtact D^ned, 12 
contact Menu, 45 
COrtact Syrrbols, 43 

Described, 40, 43 
COrtrallable SlJd, 10, 11, 15 

Selecting a SlId to corrmand, 20-23 

DesigTating a GortrollablesLiD in Mission Edtor, 185-186 

D^ned, 10 

COLTTterrneasLji^, 10, 16, 24, 30, 38, 108, 112 
Rring from the Nav, 30 
Rdoacing tii^es, 108-110 
Qew Reports, 38 

Ceta Dsplay Indcatrx (DO), 13, 14, 15, 40, 47, 146 
Described, 47 

Def^lts, 32, 48, 68, 113, 115, 159, 165, 172, 173, 174, 175, 193 
NCMCe 32 
AiKsnced, 32, 150 
F^storing cMaJt Cption Settings, 32 
Deep SLiomerged FtescueVbhde (DSFM, 11, 44, 45, 151, 186, 187, 198 
Deploying and reco^ng, 11, 151 
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B-naigency Boa/, 15, 52, 53, 55, 56, 58 
E5M 17, 37, 134 

Depth for leo, 37, 140 
IncLiTing C&rrage, 136 
Rring Solution, 106 
(SeeTNIA) 

Floating Wre, 131, 132, 133 

Frequency Sonar, 17, 88, 90, 91 
Seawolf, 88 
688(1), 90 
^ikLia, 91 
PressueAr, 52 

(See Chargng Pressue Ar) 

FistoiyWriclcwv, 39, 132 
Ftt K^, 12, 20, 27, 197 

Changing Hot Key^^igrrents, 31 
Ice, 11, 17, 41, 45, 53, 148 
(See Uhder Ice) 

LaLrchirigV\fe^Dons, 11, 22, 50, 94, 108, 110, 112, 140, 150 
FromNav, 50 

FrernFiieCbribel Suite 108 
Maneuvering, 22, 39 

Maneuvering Shortcuts, 39 
ManeuverirTgfrarnShipGentrol, 52, 53 
Masts ercH Anbemas, 47, 145, 200 
Depth for leo, 145 
IncLJTing cJarrege, 145 
MiJti placer, 153161 

nesting, 153 
J oining, 154 
Setting Fbsfc options, 157 
Chatting, 160 
NavM^, 40-51 

Playing from Nav, 50-51 

Map Syrrbols (See Gentact Syrrbols) 

Nav Map Menu, 40-41 

Nav Map Syrrhols (See Contact Syrrbols) 

Cptiors, 29-32 

G^re, 30 
Scxnd, 29 
3D, 30 
controls, 29 
Gr&rj, 30 
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Changing settings, 29, 30, 32 
OAATship Menu, 15, 36 
Periscope, 17, 37, 40, 50, 136-144 

Periscope depth (all platfonrs), 37 
Marking Cintacts, 42 
IncLiTing Carrag^ 42 
Periscope Depth, 54, 57, 136-144 
Pr^ets, 113-115 
Rada- Mast 17, 37, 129, 131 
Depth for Lse, 42 
IncLiTing Carrage, 42 
Radio Messages, 131 
Fteceiving, 131, 133, 134, 135 
Rapid F^ssi\^ Localization (RAPLOC) 60, 66, 109 
Solution (See TMA Solution) 

Special Cperation Forces, 45, 148-149 

Deberrrining contact's ccxrse and range 140-141 
aassifying contacts, 136 
Stadmeter, 136-144 

Deterrrining contacts ccxrse and range 140-141 
Oassifying contacts, 136 
StaticDTB Mertu, 36 
Surfaced Depth, 152 

Target Motion Aialysis (TIW^, 16, 96-108 
Described, 16 

creating Firing Solutions for Radar, A±ve Scrar, \/lsual Gontacts, 101 
Creating Firing Solutions for Passi\^ Sonar, E5M ccntacts, 102 
ULV contacts, 105 

TMASolutioa 12, 29, 45, 49, 77, 96, 102, 104 (See dsoTMA) 

Torpedo Wre-gJdeCOritrols, 110, 115 
Seawolf, 115 
688(1), 123 
AkLia, 125 

TowedAray, 15, 52, 53, 56-58, 60-65 
Described, 59 
UrritaticDns, 63 
contacts (Broactoand), 62-68 
Tracks, 12, 64, 69, 84, 95 
Ddined, 12 

Assigning, Broacfcand, 64 
Assigning, Narrowband, 69 
Assigning, A<±\^ (Seavvdf only), 84 


Uhda- Ice Cperations, 17, 45, 54, 83, 89, 145, 148, 152 
SLTfecing Uhder tine Ice, 152 
Ice Dsplays, 145 
LBM B^erence 32-33 

Main Menu access, 32-33 
Nav Map access, 46, 47 
System Menu aazess, 34 
Mission Editor access, 33 

Uhmamed Uhderv\erter\fehide (ULN/^, 42, 46, 96, 105, 148-150 
Deploying, 149-150 
Description, 148 

TMAon ULV Sensor rehJTB, 105 
\fentilating, 52-53 
Mace COrnrarids, 51 
WV\ Range, 65 

\A-feypoints, 47, 50, 51, 109, 116-117 
QA4Tship\Afeypoirts, 50 
SLMM arxl Mobile Mine waypoints, 116 
Land Alack Missile waypoints, 50 
\Aine-QJde Oantrols (See Torpedo Wr^e-gudeOantrols) 
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